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7 EDITORIAL 

Taking the hot-seat for the first time, Julian Rignall 
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out by reading the contents page . . . 
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lation 
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Browse, check, examine, inspect, look through, 
read, run one's eye over, scan, scrutinise, study, 
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inspect, observe, peep, regard, survey, take a gan- 
der at: ZZAP! 33's on sale on December the 1 0th. 
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LAND OF 
CONFUSION 



At the moment ZZAP! is Just like a 
badly written soap opera- it can't 
go through a month without some 
major upheaval. This month's 
installment sees the departure of 
Ciaran Brennan. who's decided to 
make a pilgrimage to the Great CD 
Player of Forest Gate. It's a long 
and perilous journey, and I'm sure 
you'll all join us in wishing him the 
best of luck. 

So now there's a different idiot 
at the helm. Still. It's not all bad 
news - this months' ZZAP! is 
packed with goodies, and con- 
tains a fabulous 16 page Judge 
Death comic strip, a Predator fea- 
ture and previews of the latest US 
Gold arcade conversions. If that 
isn't enough, there's also a 16-Bit 
supplement featuring reviews and 
previews of the latest Amiga and 
Atari ST games, and a wealth of 
Commodore 64 reviews, including 
THREE Gold Medal games and 
FOUR Sizzlers! What a month!! 

If you think that's good, wait 



until vou see next month's amaz- 
ing Christmas Special! As well asa 
huge arcade feature, extra playing 
tips, a retrospective look at 1987 
and a comprehensive compilation 
round-up. we'll be giving you 
advice as to what to ask Santa for 
Christmas, naming the ten worst 
and ten best computer games of 
all time and looking at what 1988 
has to offer. There are also a heap 
of competitions planned, with top 
prizes including an amazing 
remote control television and 
video, a BMX bike, a chance to 
partake in a hovercraft race and 
the opportunity for ten readf 
go to war in the Combat Zc 
Don't forget the regular I 
reviews and previews eit 
See you next month, w 
long as I don't get shot, 
doesn't marry Lofty and 
doesn't wake up and find 
been a dream . „ . 

--^ Julian Rlf 
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FEAST OF ST WILLIAM FITZWILLI AM 
THE MAGNIFICENT 

To the premier of' Jeffrey Archer'* first play, 
whose name t can't quite remember. At the bar 
I'm Jostled by SainI Bob Geldof, which is very 
odd, as I have always assumed that one holy man 
would instinctively recognise another. Perhaps 
Bob is tired The play receives ninecurtain calls, 
which proves that there are as many morons 
visiting the theatre today as there are buying 
rubbish software. Only twelve hours later, I meet 
Archer at Olympja, which he has obviously 
mistaken for Victoria railway station. The 
confused millionaire looks very tired and red- 
eyed, and has grown even shorter overnight, 
weighingin at a little over four feet .It seems that 
Domark need a bit more publicity for the 
disgraceful Jeffrey's Not a Peni More Not a Pent 
Less, and I am happy to help a fellow novelist 
down on his luck, who has chosen to name is 1 5- 
yearold son 'Willie 1 for some Freudian reason or 
other. Archer's wee book informs us that the 
Telephone number of his Lord Brigsley character 
is 01-735-7227. Well, this just happens to be 
little leffrey's own phone number, and I can only 
conclude that the poor man is desperate for 
someone to talk to. However, I feel sure that 
ZZAP! readers have better thirtgs to do than to 
give him a call. Haven't youf 

ACCESSION OF WILLIAM THE 
GREAT 

Now look here Tavarich, just because I've had a 
beer with Billy Bragg doesn't make me a 
communist. I mean, so maybe I've shot the odd 
T/ar and crushed a Prague or two, but ain't no 
Russian mole. No, I'm more a medium-paced 
weasel* However, there comes a time when I 
must nail my colours to the mast, expose myself 
and speak out. Mis my social duty to free ZZAP! 
readers from the yolk and the slimy while stuff 
that goes round it of Thatcherite censorship. 
How dare she ban me from quoting to you from 
my personally signed copy of Spy Catcher. 
Everyone knows that we have trie finest Secret 
Service in the world running our country, ir"* 
called the KGB, er, I mean it's called MIS, 
although I am not allowed to tell you why they 
named it after a Motorway But I don't see how 
quoting from Fly Snatcher can possibly be a 
security risk. Here goes then, I am about to break 
the law. and I don't care. The public has a right 
to read the following amazing revelations and I 
cjuote, Copyright * Peler Wright, 1987, All 
rights reserved. Library of Congress Catalog 
Card Number: 87-40243, printed in the United 
Stales of America, price SI 9*95, dedicated lo 
my wife lois,'. I was going to tell you how lo 
interface your Commodore with a Kalashnikov 
AK-37, but I don't have the time today. Instead I 
can reveal that Tony Kavanagh has just 
presented me with a hammer and sickle, and 
admitted that he performs the same function (or 
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Argus that Peter 'Spy Catcher 4 Wright has 
performed lor British Security. Tony seems to 
think that he is the defecting for possibly 
defective) captain of the Russian supersuh Red 
October and is willing to pass me a boatload of 
secrets in return for two cups of coffee and a 
Rothman's Kingsi/e. The Hunt for Red Oc tober 
is based on best-selling author Tom Clancy's 
book and forthcoming film, and proves once 
again that all Russian military personnel 
communicate with one another in fluent 
intelligent English, so lhal we can tell them apart 
from the inarticulate Yanks. 

ASSASSINATION OF KING WILLIE 
THE LESSER 

My Sillysoft Name of the Month Award goes lo 
Martech, purveyors of the smuttily titled Nigel 
Mansell's Grand Prix, In an unprecedented 
outbreak ol trade description, their front man is 
going around calling himsell Roger Swindells, 
which is as complete a sentence as Samanlha 
fox by my reckoning. My 'I learned English 
When Maggie Thatcher Wastducalion Minister' 
Award goes lo Gremlin Graphics for their latest 
batch of press releases. The nfurb for Blood 
Valley begins, 'Gremlin lie before you , . . r 
Nice one. I didn't know it was their turn. 
Whereas Jack The Nipper gains points by 
'bonking tasmanian devils', which should make 
the eyes water somewhat. Speaking of which, 
may I unreservedly atone to anyone I have 
offended Under the Baud-walk, particularly Ms 
Cheri Langdell who was caused some distress by 
my quoting her comments and no-comments. I 
had temporarily forgotten thai the computer 
industry is now devoid of bad laste ann without 
the humour that exploits the weaknesses of 
others. My sincere apologies. 

BANGING TO RIGHTS OF OLD BILL 
THE TOTALLY INSIGNIFICANT 

Today I was playing with my face, thanks to my 
Fairlight digitiser and a morbid fascination with 
the ageing process. As the cuckoo clock struck 
for more pay, which is what comes of growing 
cuckoos from bird seed, my own identity 
suddenly becameclear tome, and all because ol 
the fact that the identity ofthe Editor of ZZAP) ts 
one of the most horrendous secrets in the 
computer world. The more observant of you will 
have realised that our Edrlors face and body 
undergoes horrific changes at frequent intervals 
in a sort of spontaneous regeneration process. 
Think about it . . . ZZAP! Editor, different 
appearance, bizarre mutation from geriatric to 
infant lo half a bagof hedgehog flavoured crisps. 
Get it? Got lt^ You better believe it , The Editor of 
ZZAP! is none other than a well-known Time 
Lord, BBC1 every Monday, 7.30pm. 
Unfortunately, Doctor Who's faithful sidekick, 
as everyone knows, is named Mel, which seems 
that I am in reality none other than Bonnie 



Langford, and have lost the will lo live. 

WILHELM WURST TAG 
(HOLLOWAY) 

Christmas is coming, and there are some very 
peculiar goings-on in the Mattel toy cupboard. 
Michelle Irwin, the elfin Public Relations 
bosselte of Mattel toys, has just told me the most 
astounding things. Last year's all winking lip- 
sync storyteller Teddy Ruxptn has mutated into 
none other than Mother Goose, probably due to 
the radiation effects of Chernobyl- HiVHer 
synchronised pulse tape is now clothed in 
flowing skirts and a granny bonnet, and her beak 
can give you quite a surprise as she whispers fairy 
stories in your ear. Butt lis is not the shocking bit. 
Michelle reveals that Tropical Barbie has run off 
with Tropical Skipper, her little sister, away from 
Tropical Ken, over an argument concerning 
floral swimwear. Rumours that Barbie is now 
livingwith He-Man aretompletely untrue 'How 
can you be so sure?' I ask in that disarmingly 
innocent way of mine. Have you taken He- 
Man's trousers off?' comes the reply. 'All the 
relationships between our toys are purely 
platonic -check for yourself!' Whatever tan she 
mean? Speaking of which, those ladies of the 
flowing skirt and granny bonnet Saint Brides are 
after me fora good whacking with theirswtshiest 
of corporal punishment canes, for 'being a 
naughty boy' and using the expression 'Shi'ite 
fundamentalism' within their sensibilities. 
Fortunately I achieved the rank of Flight -Sergeant 
when I was being trained lo be a mass murderer 
by Her Majesty's minions, so my backside 
remains unwealdy. 

CONCEPTION AND 
SIMULTANEOUS BIRTHDAY OF 
MERCY DASH (Saviour of the 
Software Industry) 

Not since those far off days when The PiMan 
ruled supreme on the back pages of Popular 
Computing Weekly has there been such a 
cartoon event! ZZAP!'s sister magazine The 
Games Machine has sold off the coffee machine, 
while slaved the entire graphics department and 
bust open open the Christmas party piggy bank 
so lhat they can afford the services of my own 
genius and that of the world's most celebrated 
computer cartoonist Robin Grenville- Evans. The 
software industry is about lo be saved by the 
Superheroine of all time, Mercy Dash (she's 
mad, she's bad, she's brought her Dad), and it is 
my truthful opinion that she is ihe besl Ihing we 
have ever conceived since closing lime, I can 
only hope thai Newslield will always remember 
the documented fact that when the PiMan 
resigned from Pop Comp its circulation 
plummeted by several hundred percent. The 
quality of Mercy, on Ihe other hand is not 
strained. Must Dash, 
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The latest adventure in the award winning Ultima saga 
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ULTIMA I: CBM 64/128 £19.95; IBM, APPLE £24.95. ULTIMA III: CBM b4/1 28, ATARI XE/XL £19.45; MAC IBM 
APPLE, ATARI ST AMIGA £24.95. ULTIMA IV: CBM 64/128, ATARI XE/XL £19.95; IBM, APPLE, ATARI ST, AMIGA 
£24.95. ULTIMA V CBM 64/128 £19.95; APPLE £24.95. 
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DISCOVERY 

CRL, £9.95 cass, E14.95 disk, joystick or keys 




Oul in the far reaches ol 
space lies a giant, empty 
spaceship which has been 
drifting lor over 2.000 years. The 
inert vessel is intact, save lor a 
missing circuit board, the scat- 
tered components ot which are 
located around the ship's indi- 
vidual hulls. If this board was 



Each game has an objective 
which is completed within a time 
limit. K the attempt Is successful, 
some missing components are 
added to the circuit board. If not, 
the player is expelled wrthout 
reward and may only return when 
another game has been tackled. 

Flying from port to port is a 




CRL have 
cheated a bit with 
Discovery, as it's 
merely a compi- 
lation of rather 
old and unoriginal games 
linked by a very basic shoot 
'em up. However, the puzzles 
are instantly playable and not 
too hard, so it's very easy to 
get into the action. Building up 
a circuit board is a novel idea, 
and with the wide variety of 
sub-games it provides quite a 
challenge. My only reservation 
is that a couple of the puzzles 
rely on random elements too 
much, making it difficult to 
develop an effective strategy 
to beat them. Discovery may 
look old hat, but It's extremely 
playable and the sub-games 
work well. 
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► This logic puzzle is just one ol 12 such games to be lound within the good 
ship Discovery 

hazardous occupation as the giant 
ship's robot guardian fighters fly 
around and constantly fire at the 
player's ship, wearing down its 
shields with every accurate hit. 
Shields are replenished by 
successfully completing a sub- 
game, but if they are are reduced 
to zero, a further hit proves fatal, 




The idea of dis- 
guising a series 
of sub-games 



within a main 
game isn't very 
original, but those Included in 
Discovery are both varied and 
extremely playable. The mere 
fact that there are 12 of them is 
quite appealing, and there are 
only one or two which fail to 
please to any great extent The 
graphics have that typical CRL 
feel to them * slightly chunky 
and bordering on the gaudy, 
but to be fair, some sections 
are very good. Ironically, the 
exterior space battle is the 
weakest link, which looks as if 
it's using the Jerky scrolling 
routine from CRL's earlier 
effort. Death or Glory. Still, H 
you can ignore the apace sec 
tion, the sub-games included 
should provide plenty of enter- 
tainment 




There's certainly 
plenty of variety 
in CRL's latest 
release* The 
twelve sub- 
games are a mixed bag of puz- 
zle, shoot 'em up and reflex - 
and one seems to require 
100% luck to complete It. The 
instructions are sparse, but 
working out how to play each 
game is what makes the action 
so enjoyable. The difficulty 
level Is extremely well 
balanced, and a few more 
components 1 are collected 
with every game, making the 
action very compulsive. Dis- 
covery may be expensive, but 
It does offer plenty of long- 
term entertainment - try it out 
and surprise yourself. 



and the mission ends. 

When the entire circuit board is 
assembled and working, the 
mission is complete, and the ship 
is taken back to Earth. 



PRESENTATION 67% 

N'i instructions (or ihe sob- 
games (hence the title), but 
otherwise fine, 

GRAPHICS 64% 

Tho rn;i)f Kily ot puzzle sequ- 
ences aie smart, although the 
space section is marred by inef- 
fective sprites and owtul scrol- 
ling 

SOUND 55% 

Decent title tune, but Ihe spot 
effects aie very weak 

HOOKABILITY 84% 

E rttf emely easy to get Into, 
although Ihe tack of instructions 
Inr the sub-games rtoo&n'l holp 

much. 

INSTABILITY 79% 

Thp pu/yles are wined nnrl pl;jy ■ 
able onough to provide a real 
incentive to comploto Ihe game 

OVERALL 77% 

An enjoyable and strangely 
addictive collection ot puzzle 
games 



Flying over docking bay number nine in CRL's latest game 



assembled, the entire ship could 
be guided back to Earth. 

The player is volunteered for the 
mission, and flies over the multi- 
directionally scrolling spaceship in 
search of the components. There 
are 12 docking ports dotted 
around the spaceship, and enter- 
ing each one reveals a sub-game* 
The collection of these games 
include a horizontal ' Centipede' . a 
'Breakout' variant, a simplified 
'Painter' game and even an 
implementation ol Solitaire. 
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MANIAC MANSION 

Activision, £14.99 disk, joystick only 

• Lucasftlm's Innovative arcade adventure packs an eerie atmosphere 



The Inhabitants of Maniac 
Mansion, have started to 
behave very strangely fol- 
lowing the crash-landing of a 
meteor m their back yard. Head of 
the household, Dr Fred has 
developed megalomaniac tenden- 
cies and vowed to take over the 
world - one teenager at a time. 



The player takes the role of 
Dave, a typical American kid 
whose cosy life is suddenly Inter- 
rupted when his pretty girlfriend. 
Sandy, is kidnapped by the evil 
Doctor. He plans to use her in his 
vile experiments, the first of which 
Is to suck her brains out! Dave, 
being a goodly sort, decides to 



visit the Mansion at night and 
rescue his sweetheart before she 
gets sucked senseless. 

Before the adventure begins, 
two of Dave's friends are chosen 
to accompany him on the mission* 
Six chums are presented, each 
wrth different abilities and weak- 
nesses which are only discovered 




Push 
Pull 
Give 

key 



x o 



Open 
C 1 ose 
Read 



Walk to 
Pick up 
lihat is 



Hew Kid Turn on 
Unlock Turn off 
Use Tix 




through experience. These indi- 
vidual characteristics, and how 
they are applied during play have 
a significant effect on the mis- 
sion's outcome. 

Having chosen two party mem- 
bers, the house is approached. 
The adventurers are controlled 
one at a time, with the functions 
keys used to change between the 
three members. This individual 
control method allows the party to 
split up in traditional B-movie trad- 
ition and explore the mansion. 

The horizontally scrolling main 
display shows a side-on view of 
the currently selected adventurer. 
Below is a message screen and 
text area which contains a list of 
verbs and all the items in the 
character's inventory. 

Commands are entered using a 
joystick controlled cursor, and 
involves placing the cursor on the 
vert> required, (such as 1 unlock 
moving it onto the required object 
on the main display (such as the 
door) and finally (if necessary) on 
the inventory item to be used (such 
as *key'). the message screen 
prompts unlock door with key\ 
and the action rs activated by pres- 
sing fire. Fortunately, the parser is 
intelligent enough to supply pre- 
positions for appropriate verbs. 
The character often offers advice, 
the message screen displaying his 
or her reactions. 

Occasionally the action cuts to 
show a cameo scene happening 
elsewhere around the house - 
sometimes the Dr muttering 
snatches of his plans, or another 
member of the household wander- 
tnq around. 

To complete the mission, all 
three members of the party and 
Sandy have to be guided to safety, 
and the evil machinery inthe base- 
ment disabled. Can it be done - or 
is the Doctor going to take over the 
world? 



V Even the TV set in the lounge 
works! 



► Rignall heaven - a room full of 
arcade machines! 



JUSt Hell 1 



it to tho ad dres s shown below 



H 



a 



Really good arcade adventures have been in short supply 
recently - so this is very welcome. Maniac Mansion's 
scenario is very reminiscent of the Rocky Horror Show, and it 
packs a similar sort of spooky and zany atmosphere. Through- 
out the adventure there are both visual and aural clues to help 
you along - but the real way to progress is through experimen- 
tation. There's plenty of interaction, with loads of different 
things to pick up and explore. The control method is a doddle 
to use, and makes the action incredibly easy to get into. If 
you're an arcade adventurer with a disk drive looking for enter- 
tainment, stop off at Maniac Mansion and look around. 



y — The evil Dr Fred lays it on the Hne tor poor Sandy! 



aett.ng your pretty brains sucko*_out 
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The packaging on Lucasfilm's latest is drab to say the least, 
but the game is far Irom that. After a suitably spooky Intro- 
ductory sequence, the action quickly gets into full swing. Man- 
iac Mansion feels very much like an interactive Scooby-Doo type 
cartoon, and I particularly like the way that the game 'cuts' 
from scene to scene to show the evil plotting of the mad Doctor. 
The humour works well - read the notice on the nuclear reactor 
in the basement and it says 'Made in Chernobyl'! The charac- 
ters are pleasantly animated and all the locations are neatly 
presented, with plenty of clever touches and sound effects - 
especially the scratchy old record on the gramophone. The 
unusual menu system is easy to use and progress is Initially 
easy, but Maniac Mansion will certainly take a fair amount of 
solving - anyone with adventuring tendencies and a disk drive 
should go straight out and get it. 



PRESENTATION 95% 

Brilliantly constructed and sup- 
erbly implemented. 

GRAPHICS 80% 

Large, cartoon-style spntes and 
nicely drawn backdrops. 

SOUND 79% 

Nol outstanding, but Ihe effects 
help to create a wonderlul 
atmosphere. 

HOOKABILITY 93% 

The excellent control method 
makes the adventure easy to gel 
into, and the action is addictive 
Irom Ihe start. 

INSTABILITY 86% 

When Ihe adventuro is solved, 
return to the mansion with a new 
gang. 

OVERALL 93% 

An innovative and polished 
arcade advpnture which 
shouldn't be missed. 




If you've ever thought that the 
arcade adventure genre was 
getting a little tired, take a look 
the latest product from 
Lucasfllm and think again. 
Maniac Mansion combines 
arcade action, visual clues, 
perplexing puzzles and a great 
sense of humour to create one 
of the best arcade adventures 
I've seen. The control method 
is incredibly easy to use, and 
guiding the three intrepid 
explorers around the mysteri- 
ous residence Is highly enjoy* 
able. Discovering new loca- 
tions and objects is always 
rewarding, and some logical 
thinking is required to prog- 
ress deeper into the adven- 
ture. The player interaction is 
tremendous, and gives the 
action a wonderful feel. 
Although the graphics and 
sound don't push back any 
barriers, they work together 
perfectly to create a believa- 
ble, almost film-like atmos- 
phere. Maniac Mans<on 
definitely ranks as a * must buy 1 
- it's a shame that it's only 
available on disk. 



▼ The exterior of the creepy old 
house from Maniac Mansion 



Two of the rescuing team take a look at part of Or Fred's art collection 
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STREET HASSLE 

Melbourne House, E9.95 cass, £14.95 disk, joystick or keys 



It's not easy being a superhero. 
You stand out In a crowd, attract 
attention to yourself and have to 
beat off admirers. Underwear Man 
is one such crusader - but unfortu- 
nately he takes things a bit too 
seriously and attacks anyone that 
comes near him. 



bourne, running the gauntlet of its 
odd collection of Inhabitants. 

The player takes control of UM 
and battles hordes of fatties, stick* 
wielding blind men. handbag lob* 
blng grannies, escaped giant goril- 
las and snarling dogs who attack 
individually at first, then in groups 



level he's on, 

At the top of the screen are two 
energy bars. The first denotes 
UM's energy level and remains on 
screen throughout the game, while 
the second appears only when an 
opponent draws near As the com* 
bat ensues, both bars diminish 



Our blonde, tanned and Y-frontod Australian hwo beats and kicks his way through downtown Melbourne - iust 
like real life! 



WP St. TIHE 132 AMB 
300S 2 PLAYER **> 9620 

EtiEtiV Bill 




■ 




To avoid these evil enemies, you have to tickle the dog, and beat up the 
old lady . ■ < Who whtes these things? 



I'm sure that if the 
Monty Python 
team were asked 
to write a com- 
puter game, 
they'd come up with some- 
thing like this. Taking control 
of UM and doing battle with the 
assorted weirdos is great fun! 
The graphics, although 
blocky, are full of character, 
and the animation is great. 
UM's moves are limited, but 
there are some really whacky 
custom ones to try out, includ- 
ing the the 'ear twister 1 and 
'nut crusher' - the results of 
which are hilarious. The moves 
change from level to level, 
making things more varied, 
and there are some amazing 
street hasslers later on. Street 
Hasste is a beat 'em up with its 
tongue firmly planted in cheek, 
and comes thoroughly recom- 
mended. 



top s«. rini 120 

2250 I PLfiVlM 
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9320 
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Resplendent in his black boots, 
studded wrist bands, blonde hair 
and startling yellow Y-fronts. UM 
makes his way across the horizon- 
tally scrolling suburbs of Mel- 



Mil 



on higher levels. 

UM isn't exactly defenceless, 
and has an amazing and often 
hilarious array of moves, ranging 
from simple kicks and punches to 
head butts, belly butts, swinging 
opponents above his head and 
even wringing their ears! Not all are 
immediately available, though, 
since they alter depending which 



according to contact made betw- 
een the two parties. Should UM's 
energy disappear completely, he 
loses one of this three lives and 
begins the level from scratch. 

Lost energy is replenished by 
catching the winged hearts that 
are periodically released by a 
midget in a trench coat. Care 
should be taken, however, since 




Street Hassle isn't 
really anything 
special. Beat 'em 
ups have been 
around for a long 
time, but I found myself 
instantly hooked on this game. 
Some of the moves your hero 
uses to beat merry hell out of 
his opponents are incredibly 
funny, and have to be seen to 
be believed. Maybe I'm a 
closet hooligan, but I really 
enjoyed beating up all and 
sundry, especially the granny. 
I have doubts as to its long 
term testability, but for the 
moment. Street Hassle will do 
nicely, thank you. 



on higher levels this character also 
rolls out bombs, and unless UM 
swiftly tosses it oft screen he loses 
another life. It's certainly all go in 
Melbourne these days . . . 





U» It's 'Odd Game of 
the Month' award 
time again, folks. 
And the winner 
is . . . well, you 
know the routine. Street Hassle 
has got to be THE weirdest 
beat 'em up ever - to the point 
of self- ridicule. It's also bor- 
dering on the sick, as K 
involves beating up blind men 
and whirling grannies around 
the screen* Still, it must appeal 
to some basic instinct, since 
it's actually quite good fun. 
The graphics and sound are 
nothing to shout about, 
although the characters are 
large and quite effective. A lit- 
tle difficult to control perhaps, 
but enjoyable nonetheless. If 
you're tired with ail that Orien- 
tal good-mannered rubbish, 
take a look at Street Hasste. 
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PRESENTATION 82% 

Plenty o' options and a good 
screen layout. 

GRAPHICS 77% 

Large and humourous cartoon- 
like characters and greal back- 
drops, 

SOUND 61% 

Suitable effects, and an odd 
tune 

HOOKABILITY 83% 

The violent nature o' the game is 
worryingly addictive. 

INSTABILITY 67% 

Enough in it to keep a hardened 
beat em up fan amused for some 
lime. 

OVERALL 80% 

A oxtremefy strange but enjoy- 
able beat 'em up. 



NO 

AMOUNT OF BUDGET GAMES 

NO 

OTHER COIN-OP LICENCE 

NO 

FAMILIAR FILM TIE-IN 

NO 

ORIGINAL GAME 
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MAY THE FORCE BE WITH YOU. ALWAYS. 



A long time ago.. 





At last! The most famous 
coin-op Arcade Game and one of 
the most successful films of our 
era come together in this 
Domark publication. 

Faithful to the original, the 
home computer version of 
STAR WARS® will win first 
place in your games collection, 
and be the one you go back to 
time after time. 
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REAL ARCADE ACTION AT ITS BEST! 



year is 2379: Earth's vast 
finally running out (ogcilnV). You mimt 
bridge tho path to the much needed 
matt ar supplies* using three ZMX 
all-purpose battle-drolds to Hnh up the 
vital coemlointeriace grid. 



S O ( I W A K L 



• Mo n ui tmtmtMvr* 



C64 128 cass £9.99 CM 128 
disk £12.99 AMSTRAD G«5 
E9.99 AMSTRAD disk 
C14.99 SPECTRUM CB.99 





OOAS3S | 



IMPLOSION 

Cascade, £9.95 cass, £14.95 disk, joystick only 



An artificial planet is on a 
direct course with Earth, At 
its heart is a white dwarf 
star, and the resultant collision 
with our planet would be catas- 
trophic. Only one course of action 
remains - to send a fleet of three 
attack craft to penetrate its 
defences and initiate its Implosion, 
The planet is protected by a 
series of energy spheres con- 
nected together to form a grid. 
Seven of these pure energy struc- 
tures need to be eliminated before 
the planet's vulnerable Trench 
system is breached. 

To destroy each protective grid, 
all the linking energy spheres are 
eliminated by repeated blasting. 
When all the spheres are 
destroyed, the entire grid begins 
to collapse, and a PortaTto the next 
level is located and entered within 
the ten seconds to complete the 
destruction sequence. If entry is 
successful the next level is loaded 





Q«J J The main prob- 
lem I can see with 
Implosion Is that 
the game struc- 
ture tends toward 
the simplistic side. It appears 
that the technical aspects 
were tackled first, and then a 
game bolted on to the high 
speed scroller and clever grid 
system. One really annoying 
aspect is the incessant alien 
attack waves which con- 
stantly buzz around your ship 
like angry bees. These are 
difficult to shoot, since the 
ship is unwieldy and can't fire 
while attempting to turn. 
Implosion is fast and plays 
quite well, but It boils down to 
being a very straightforward 
shoot 'em up, which simply 
isn't enough to justify its price. 



from tape or disk. 

Throughout the mission, alien 
defence ships attack, draining the 
spacecraft's energy. Contact with 
the grid or failing to secure a level 
within the time limit also causes a 
loss of energy. 

Energy crystal stores are 




At first glance, 
Implosion looks 
good. The super- 
fast smooth 
scrolling 
graphics are very impressive, 
and there are some great 
tunes and sound effects. How- 
ever, those favourable first 
impressions dwindle when 
you start playing. The gamep- 
lay is very simplistic and not at 
all challenging. There's little to 
do other than blast the links 
and avoid alien attacks. Col- 
lecting the crystals would add 
a little variety to the action, but 
I found it far too risky pursuit 
to be worthwhile. It took only 
one session to reach level six, 
and since there are only eight 
levels I very much doubt Implo- 
sion's lasting appeal, espe- 
cially as the game ends when 
all the levels have been com- 
pleted. There just isn't enough 
depth to warrant the price tag. 



located around the grid and 
release four energy crystals when 
destroyed. These are collected to 
give extra lives, energy or points. 

On the final level, giant power 
centres are destroyed to cause the 
final collapse of the impending 
threat - and Earth is saved! 



PRESENTATION 80% 

Uncluttered screen display with 
a pretty title screen. Demo mode 
and trainer are also featured. 

GRAPHICS 71% 

Clear grid backdrops wrth fast 
and smooth scrolling. Nicely 
detailed main sprite, although 
the alien vessels are rather plain 

SOUND 73% 

Lively title tune and end game 
jingles, and adequate spot 
effects* 

HOOKABILITY 60% 

The immediate blasting should 
appeal to most games players. 

LAST ABILITY 49% 

The similarity of the levels and 
simplistic gameplay hardly make 
for an enduring pastime. 

OVERALL 57% 

A fast, graphically pleasing 
shoot f em up which provides 
only a moderate challenge. 




SUPER SPRINT 

Electric Dreams, £9.99 cass, £14.99 disk, 
joystick only 



The popular Atari two-player 
racing game has at last 
arrived on the Commodore 
64, courtesy of Electric Dreams, 

At the start, a one or two player 
game is chosen. The former pits a 
solo driver against two computer 
controlled 'drone* cars, while the 
latter is a head-to-head race, with 
the option to include a drone 
opponent 

Four circuits are available, each 
viewed from above and littered 
with hazards such as tornadoes 
and oil slicks (causing the cars to 
spin out of control), and water 
puddles (which slow the cars 
down). When racing round the 
track, the players have to use 
ramps to jump gaps in the circuit, 
negotiate moving gates and take 
short cuts in an attempt to finish 
first. 

Colliding with the side barriers 
at a slow speed stops the car tern* 
porarily, while high speed 
smashes require a replacement 
car, flown in by a helicopter. 

Bonus spanners appear regu- 
larly, and are automatically col- 
lected when driven over. Collect 
three and an extra feature is added 
to the car, either super traction, 
turbo acceleration, higher top 
speed or increased scoring. 



If the drone car finishes first, the 
game ends. Otherwise the track 
selection screen reappears, with 
any completed circuits bearing a 
flag in the appropriate winner's 



Okay, so the 
arcade version Is 
the bees knees. 
5. 3 J but this version is 
■MM just awful. 
Graphically, the game is tre- 
mendous: all of the tracks are 
beautifully presented, and the 
cars are small and neat. The 
control Is a little slow to react, 
but bearable. So, what's the 
matter with it? In a word - 
bugs, and plenty of them. Cars 
can be driven off ramps onto 
the track below, players who 
haven't collected any span- 
ners are allowed to customise 
their cars and at one point, 
both care exploded, the 
helicopter froze above the 
track and the drone car, oblivi- 
ous to all the excitement, went 
on to win the race. If only Super 
Sprint had been property 
playtested - it could have been 
great . • * 



colours. When all four tracks have 
been completed, a fresh set are 
loaded in for the competition to 
continue. 



«Mffl I love the original 
^•/•y^ - it's really com- 
mm petitive and play* 

able. The* Com- 
modore 64 looks 
very similar, but unfortunately 
frequent bugs ruin the enjoy- 
ment. Yes, Super Sprint is badly 
bugged - something you don't 
expect to find In a full priced 
game. Sometimes the helicop- 
ter freezes before it drops a 
new car on the track (effec- 
tively ending the game), and at 
other times cars glitch terribly, 
exploding or disappearing and 
reappearing on another sec- 
tion of the track. Super Sprint 
could have been brilliant, but 
it's fallen far short of its poten- 



L 



PRESENTATION 72% 

Clear and conctse instructions 
with faithful presentation on 
screen. 

GRAPHICS 82% 

Small but adequate car spntes, 
with some beautifully rendered 
(rack layouts. 

SOUND 31% 

The grating soundtrack repeats 
every ten seconds, and the 
effects are similarly forgettable. 

HOOKABILITY 61% 

Easy to get into 4 but bugs swiftly 
mar the enjoyment. 

INSTABILITY 45% 

The two player option is fun. If 
you can stand the bugs. 

OVERALL 58% 

An annoyingly and unnecessarily 
flawed arcade conversion, 



► One of the many circuits 
awaiting the burnt rubber 
treatment 




BUGGY BOY 

Elite, £9.95 cass, £14.95 disk, joystick only 

• Incredibly compulsive and exciting ra * 



Buggy Boy is Elite's officially 
licensed conversion of Tat- 
sumi's off-road arcade race 
game. 

In keeping wilh oiher games of 
this genre, the pfayer simply has to 
race between two points on a cir- 
cuit within a set time, avoiding 
hazards along the way. 

At the start, one of five courses 
Is chosen: Off road, North. South, 
East or West. Each course is split 



Who says the racing genre 
is dead? Buggy Boy 
proves that the racing format 
is very much alive and kicking. 
It's rare that a computer game 
manages to give a real feeling 
of thrill and exhileration, but 
Buggy Boy manages it! The 
graphics are absolutely 
superb - I've never seen such 
a smooth and realistic 3D 
effect, and the 'feel 1 of the con- 
trol method is tremendous. 
The buggy responds in exactly 
the way you wish, and that 
makes for some really involv- 
ing and exciting racing. There 
are five different tracks to 
race, varying from the rela- 
tively easy Offroad, to the 
mean EasL Each one has Its 
own distinct character and 
requires a different approach 
to complete it. On Offroad you 
can burn along and go for 
bonus flags, but the hazard* 
filled South track requires 
some dextral driving. What I 
like most of all is that Buggy 
Boy remains totally addictive 
even when the courses have 
been completed. It's not only 
the feeling that you can better 
your top score, but there's 
something in the gameplay 
that makes it enjoyable to play 
time and time again. Brilliant 
stuff Elite, how about a Buggy 
Boy II? 





into five different sections which 
are raced against the clock. When 
the selection has been made, the 
race begins. 

The player's view of the pro- 
ceedings follows the convention of 
being from behind and above, with 
the buggy displayed in the centre 
of the screen. The two-speed car 



There are two things that 
set Buggy Boy apart from 
other games of this type: the 
use of graphics and the control 
method* Others may look bet* 
ter but none are so effective 
(Super Cycle Included), and no 
other game feels so good. The 
buggy is very responsive and 
goes exactly where you want it 
to, creating a perfect feeling of 
Involvement: you get totally 
wrapped up In the proceed- 
ings. The speed of the action is 
a high contributing factor and 
the variety between levels 
really makes it a lasting prop- 
osition. There are racing 
games and racing games - but 
there's only one Buggy Boy! 




STftRT 




follows the twisting course, and 
steers left and right to avoid 
hazards, including trees, boards, 
rocks, water, tamposts and walls. 
Hitting any of these stalls the veh- 
icle, and precious time is wasted 
as it's restarted. 

In addition to the normal driving 
mode, the car also jumps when it 

► Collecting the time bonus 
allows a longer period for 
completion of the next ■ 



20 ZZAP! 64 December 




hits logs, and runs along on two 
wheels when it touches stones or 
tree stumps. These extra abilities 
come in useful when avoiding 
hazards* As well as dodging the 
dangerous obstacles at break- 
neck speed, the player also runs 
over bonus flags for extra points. 




The worst thing about this month was Buggy Boy - 1 had to 
stop playing it to write some reviews! If you think I'm jok- 
ing, just try stopping once you've started. The designers have 
built the courses so cunningly, that hitting one too many obsta- 
cles means you coast to a stop a few agonizing inches from the 
finish line - and you have to try again just to see if you can get 
those extra seconds. On top of that, there are quick, clear 
graphics that are very reminiscent of the original, atmospheric 
sound effects, and masses of tracks - five courses, each with 
five stages should keep the best player going for days. Buggy 
Boy is a winner all the way. Buy ttt 



and steers through bonus point 
and Time gates. 

On completion of a stage, extra 
time is added to the total, and the 
player continues on the next sec- 
tion of the course. Any time 
bonuses collected plus the time 

► The East course Is definitely 
one for the professionals! 



remaining from the previous stage 
are added to that allowed for com- 
pletion of the latter. 

Later levels become increas- 
ingly harder, with more hazards to 
avoid, and banked bends, tunnels 
and bridges to test the player's 
driving abilities* A football Is also 
occasionally encountered, and is 
driven into for extra points. 







PRESENTATION 94% 

Includes a selection of courses 
and the overall look is slick. 

GRAPHICS 91% 

The somewhat chunky graphics 
are completely offset by the 
speed at which they move: ulti- 
mately very effective. 

SOUND 68% 

Not the best ever, with little in the 
way of music, but enough spot 
effects to add a suitable atmos- 
phere. 

H00KABIUTY97% 

Pick up the joystick at your pen! 
- and make sure you've got the 
next day free. 

LAST/ABILITY 89% 

Very hard to beat the toughest 
course, but great fun while 
you're trying. 

OVERALL 97% 

A cracking racing game that 
proves totally compulsive. 
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YES PRIME 
MINISTER 

Mosaic Publishing, £14.95 cass, £19.95 disk, 
joystick or keys 





in* h. ■ Print Minister. uii.ii 
been doin*? He h.ici a fteetfns orra ? 'n 
for. 9.20 to discuss your jata o! 2* 
Ministry lor Monen's nffairs? 




I h ■ nits 
i i • 



DlOU ru- . it ims nu idea, imsii 



Sir H. : It ui l l of course 



pic-ase 
m annoy your 
toll qui- r<i 



ran ic ai 

trad i t ionai 



leninists 

nale 
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Yes Prime Minister closely 
follows the popular televis- 
ion comedy programme, 
and takes the player through a typ- 
ical working week of the right hon- 
ourable Jim Hacker PM. During 
this time he or she has to success- 
fully negotiate the pitfalls and 

hazards of the country's political 
machinery. 

The main screen contains a view 
of the interior of Jim's office. All 
the usual trappings ol a major 
political power are there. 
Accessing these items is 
achieved via a floating cur- 
sor. Clicking the fire button over 
the selected equipment accesses 
another screen, where the desired 
information is displayed. 

The game starts on the morning 
of Monday, April 1st. Checking the 
left hand drawer of the desk shows 
a list of the appointments that Jim 
has to attend during the course of 
the day. It's up to the player to 
keep a check on the time, and go 
to the appropriate rooms at the 
correct hour by accessing the 
door. 

Having arrived punctually for an 



appointment, the player takes pari 
in the meeting, which usually 
involves a discussion with Sir 
Humphrey Appleby, Bernard 
Wooley and a specified guest. 
After a resume of the particular 




playing Yes 
Minister 
through to com- 
pletion, I was 
reasonably 
satisfied with It. The game 
plays quite well, and makes a 
good attempt at capturing the 
atmosphere of the TV show 
(thanks to the professional 
script-writing). Unfortunately, 
the action is identical on sub- 
sequent plays, and after a 
couple of goes it will probably 
be relegated to the dustiest 
reaches of the software cup- 
board. Personally, I think 
Mosaic have one hell of a 
cheek to charge £15 for a 
game that provides, at the very 
most, a week's ptay. 



problem, the PM instructs his min- 
ions by selecting orders from a list 
of possible dialogue. Choosing the 
correct response allows the meet- 
ing to continue, and also increases 
thePM's poll rating. 

The game is played over five 
working days, each of which Is 
loaded and played separately. At 
the end of the week, the PM has a 




Initially, Yes Prime 
Minister Is play- 
able and 
extremely witty, 
but the problems 
don't change from game to 
game, and it doesn't take long 
to guess the correct answers. 
The text does make you 
smile the first few 
times you play, as the 
'script' is very similar to the 
original TV series, but unfortu- 
nately the jokes wear thin once 
they've been endured a couple 
of times. The £15 price tag is 
far too high for a game which 
offers such limited entertain- 
ment. 




final discussion with Sir Humphrey 
and Bernard, who pass judgement 
on the player's attempt at steering 
the countiy. 



PRESENTATION 67% 

The tcon-dnven control is easy 
to use. and the text and general 
on-screen appearance is good. 

GRAPHICS 57% 

Bland background, but neat 
digitised caricatures. 

SOUND 45% 

Limited, but competent spol 
effects. 

HOOKABILITY 72% 

Easy to play, and the Jokes 
amuse. 

INSTABILITY 28% 

As there are very few random 
events, the game becomes 
predictable after a couple ot 
plays. 

OVERALL 38% 

An amusing but overpriced polit- 
ical romp, which loses its appeal 
alarmingly quickly 



YOGI BEAR 

Piranha Software, C9.95 cass, £14.95 disk, 
joystick only. 



Poor old Yogi Bearl His life- 
long pal Boo-Boo has fallen 
into the clutches of a greedy 
hunter who intends to sell him to a 
circus. 

Boo-Boo is locked in a cage on 
the far side of Jellystone National 
Park, and Yogi makes his way 
across the horizontally scrolling 





UI was pleasantly 
-V^J surprised by the 
quality of the 
characters In 
Yogi Bear. Yogi 
himself is wonderfully drawn, 
although the animation is 
rather poor - especially when 
he jumps {don't blink or you 
miss It). The landscape itself is 
very colourful and has a nice 
cartoon -quality feel to it- The 
game, however, is not terribly 
nspiring, being of a simple run 
and collect nature. The preci- 
sion needed to negotiate many 
of the hazards is annoying, and 
some of the campers are 
awfully difficult to shake off. 
Nevertheless, it is fun and 
mappers and explorers should 
enjoy what Yogi Bear has to 
offer. 
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landscape to find his diminutive 
buddy. 

In front of the cage are a series 
of stepping stones which have to 
be crossed in the right order to 
reach the key. If the wrong stone is 
stepped on, the hunter is alerted 
and Yogi gets captured as well, 
losing one of his five lives. 
Boo-Boo has left a trail of tof- 
fee apples around the park, each 
one containing a part of the step- 
ping stone sequence. If Yogi col- 
lects them all he can safety release 
Boo-Boo. 

Yogi wanders the park in search 
of the clues, avoiding snakes, 
frogs, vultures, irate campers and 
the park custodian. Ranger Smith. 




Piranha have 
consistently 
made good jobs 
of their licensed 
games, and Yogi 
Bear continues the trend. The 
gameplay tends towards the 
simplistic side, but Is mildly 
addictive. The graphics are 
great, and although the back- 
drops are a little gaudy, they 
capture the spirit of the car- 
toon nicely. Working out the 
correct route takes plenty of 
perseverance, and a little car- 
tography is definitely required. 
The novelty will doubtless 
wear off once Boo-Boo has 
been rescued, but If arcade 
adventures are you forte, Yogi 
Bear provides sufficient enter- 
tainment 



A touch from any of these reduces 
Yogi's energy, which shrinks 



towards a fatal zero. There are also 
rivers and holes which have to be 
avoided, or another life is lost. 

A network of caves around the 
park is used to skip from one part 
of the landscape to another, but 
careful planning is required lest 
Yogi misses a Toffee apple. Yogi 
starts his journey on January 1st 
and has unlit the hibernating sea- 
son to rescue his chum. 




PRESENTATION 57% 

A rather fiddly control method, 
and few options* 

GRAPHICS 68% 

Smart canoon-like backdrops, 
with decent main character 
sprites. 

SOUND 72% 

Jolly main theme with some very 
good jingles. 

HOOKABILITY 64% 

The precision needed to 
negotiate the first few obstacles 
is initially quite annoying, but 
thereafter forewarned is 
forearmed. 

INSTABILITY 51% 

Jellystone Park is large and 
should provide a fair challenge- 
until completion. 

OVERALL 61% 

Not what you mtght expect from 
such a strong title, but a pleasant 
and playable arcade adventure. 
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TITLE 

111 mm 


SOFTWARE 

vvr I HUM 
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MACHINE 
TYPE 

1 1 Mm 


poire 1 


1. 


Indiana Jorwi 


US.Gold 


Spectrum 


8.99 1 


1 


World OossLeocWboard 


U-S-Gold 


C64 


9.99 


3. 


Renegade 


Imagine 


Spectrum 


7.95 


4. 


Mercenary 


Novogen 


Spectrum 


9.95 


5. 


Reneqode 


Imoqine 


C64 


8.95 


6. 


Toi Pon 


Ocean 


Spectrum 


7.99 


7. 


Bubble Bobble 


Firebird 


Spectrum 


3.95 


8. 


World OouLeodefboard 


U5.Gold 


Spectrum 


8.99 


9. 


Exolon 


Hewson 


Spectrum 


7.99 


10. 


Super Sprint 


Adivision 


C64 


9.99 


1 1. 


LostNmia 


bystemo 


C64 


y.9i 


12. 


Indiana Jones 


U.S.Gold 


C64 


W 1 


13. 


Meqa Apocalypse 


Mortech 


C64 


8.95 




TaiPon 


Ocean 


C64 


8.95 


15. 


Bubble Bobble 


Firebird 


C64 


3.95 


16. 


Solomon's Key 


US. Gold 


CM 




17. 


Epy* Epia 


U.S.Gold 


C64 


999 


18. 


Barbarians 


Palace 


Spectrum 


9.99 


19. 


Rood Runner 


US. Gold 


Spectrum 


9.99 


20. 


Summer Gold 


US.Gold 


Spectrum 


9.99 


21. 


Computer Mils 4 


Beau Jolly 


Spectrum 


9.95 


22. 


RoadRunner 


US.Gold 


C64 


9.99 1 


23. 


Super Sprint 


Adivision 


Spectrum 


9.99 


24. 


UvrnqDaySghfa 


Damorlc 


Spectrum 


9.95 1 


25. 


Summer Gold 


J S. Gold 


C64 


9.99 


26. 


Xecutor 


Edge 


Spectrum 


7.99 


27. 


Sidewize 


Firebird 


Spectrum 


9.99 


28. 


Ace2 


Cascade 


C64 


9.99 


29. 


Renegade 


Imagine 


Anistrod 


S.95 


^30. 


EndufQ Racer 


Activison . 


Spectrum 


9.99 
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he instinct to survive^Out of control, scream- 
ing towards Earth at M ach 3, just 8 seconds 
and 20,0 00 ft left! Fly aileron rolls , Cuban 8's, 
even hammerhead st alls. Simulation so realistic 
youjnayjust blac kout. Rem emberMest pilots 
are only wrong once. 



CLIMB INTO IHE COCKPIT WITH THE GREATEST TEST PILOT EVER - CHUCK 
YEAGER FLY 14 DIFFERENT AIRCRAFT INCLUDING EXPERIMENTAL JETS 
COMPETE AGAINST 6 ADVERSARIES 





DYNAMIC INSTRUMENTATION, BLACK BOX RECORDERS AND 10 VIEWPOINTS 

WITH ZOOM UP TO 256X. 




UNLEASH THE POWER OF 
YOUR IMAGINATION 

ElictiQiw Arti aoflwir* x miliMi on i mte tinqe at home £0*puim *nciud*n$ Comwdou Cfr* 

Com^odoft Amiga, Attn SI, IBM PC and compatible!, 5pf ctrum *n* Ajvwrid 

EiodTDiuc Aiti ptoducis ate available from good sottwatt iiochrti an* eapttiallv «**n m 

m Hi no* 
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Fo< i lull Nudihtil dfliating the cornel taw or infofmilioft on pu< ntaust uocirt mm tc 
GttUtik Am 1t 49 Static Road. Langlay. Btrfehlro SU 6YN. EttgUn^ Of cat Dur 

DtftoMf Sencoi Dipt on 07 H 4U*5 
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ACTION FORCE 

Virgin Games, £9.95 cassette, joystick only 



The small island of Botsneda 
has recently been attacked 
by the evil forces of COBRA. 
As the inhabitants retreated, they 
left vital classified information 
which would cause great embar- 
rassment and a substantial breach 
of security if found by the enemy, 
tt is now down to the Action Force 
team to recover this information as 
quickly as possible. 



An All Weather and Environment 
(AWE) buggy is sent in to retrieve 
the secret data, and traverses the 
horizontally scrolling landscape 
from left to right. However, it has 
no defensive capabilities of its own 
and is therefore extremely prone 
to COBRA attacks. The player 
comes into the action as 'Wild Bill 1 
in his 'Dragonfly' helicopter, who 
defends the AWE on its perilous 



same damage as the buggy, but 
has a buffer of 200 hit points 
instead. 

After enemy attacks, the two 
major hazards are craters and 
walls, both of which destroy the 
buggy on contact. The former is 
countered by collecting bridging 
sections from other parts of the 
landscape and placing them over 
the holes. The latter is simply 
destroyed by blasting. 

While flying across the war-torn 
landscape. Wild Bill avoids hitting 
solid objects, such as walls, refuel- 
ling points or the extreme left and 
right sides of the playing area, 
since collision with any of these 






ACTIOtftORCE- 



SC:OOZ400 mO ~t23 ~tOO 




Wild Bill single handedly beats off the forces of COBRA while the AWE buggy trundles along, 
obtfvioustothe aerial mayhem 



At the moment tt 
seems that every 
toy released on 
the market must 
be followed by a 
cartoon series and a computer 
game. The latest 'conversion', 
Action Force, is tike its 
predecessors in that it 
maintains an amazing level of 
mediocrity. It's actually quite 
good fun when you first start 
playing - as are most shoot 
'em ups - but there's nothing 
particularly innovative in the 
action. Once you've shot a 
dozen planes and filled in a 
couple of holes, you've seen all 
that's on offer. Payability is 
hindered by the difficulty in 
distinguishing solid objects 
from background, which 
obliges the player to explore 
by collision, and there's also a 
problem with the game 
difficulty: it increases hugely 
between the first and second 
levels. This is enough to deter 
the most fanatical games 
player from continuing. 



journey- 
Protecting the buggy involves 
subduing enemy aircraft. These 
zoom in and attack with either 
machine gun fire or bombs. An 
accurate hit reduces the buggy's 
100 hit points, and bombs com- 
pletely destroy it. At the same time. 
Wild Bill avoids being hit. as the 
Dragonfly is also susceptible to the 



result in instant death. 

When the buggy reaches its 
destination (the extreme right 
hand of the landscape) a message 
is displayed and the action con- 
tinues on the next level, where 
more hazards and enemy forces 
lie in wait. The mission ends when 
either the buggy or the Dragonfly 
are destroyed 



Action forays smart graphics add much-needed atmosphere 
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j t — j If the eccom- 

P an Y in 9 blurb to 

Action Force 

hadn't mentioned 
the fact that it 
was a licence, I'd never have 
guessed. There is little here to 
link it with anything - least of 
all a line of childrens* toys. The 
idea (as with most Gang of Five 
games) is different, if not 
entirely original, but suffers 
from a lack of variety. The 
gameplay is hectic, with a 
good slice of blasting action, 
but things get overly difficult 
after the first screen. It's also 
annoying that the far edges of 
the screen kill, since in the 
heat of battle it's fairly easy to 
forget this and inadvertently 
terminate the game. Not a ter- 
rible effort, but lacking in 
imagination as much as any- 
thing. 



It must be very 
difficult to make 
an interesting 
computer game 
from a series of 
plastic figures. Zoids suc- 
ceeded because it utilised the 
great sci-fi story behind the 
toys. With Action Force there's 
very little to capitalise on - and 
it's ended up becoming an 
uninspired horizontally scrol- 
ling shoot and collect game* 
There's little else to do other 
than fetch and carry bits of 
bridge, dodge the enemy and 
wait between screens for the 
highly annoying and very slow 
messages to pass. The action 
Is tricky, in fact it's almost too 
easy to die, but on the whole 
there's nothing to keep you 
coming back for more. The 
graphics and sound are very 
polished, but the gameplay 
just isn't interesting enough. 



PRESENTATION 73% 

Slick joystick control and exten- 
sive in-game instructions, but 
too much waiting between levels 
for text messages- 

GRAPHICS 72% 

Atmospheric, smooth scrolling 
backdrops, but otherwise 
lacklustre. 

SOUND 55% 

A Hvely inlro tune, but simple 
game effects 

H00KABILITY71% 

Simple to play, with enough 
instantly frenetic action to get 
you hooked. 

LASTABILITY 43% 

Little gameplay variation, and a 
ludicrously difficult second level 

OVERALL 60% 

A bfand shoot 'em up. with irttie 
to prompt recommendation. 
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ELICTR 



• NIC ARTS 



EL «C 7R 



NIC * R 75 



EARL WEAVER BASEBALL 



WORLD TOUR GOLF 



Electronic Arts software is 
available on a wide range of home 
computers including Commodore 
C64, Commodore Amiga, Atari ST, 

IBM PC and compatibles, 
Spectrum and Amstrad. 



ASC'CONSTRUCTION SOFTWARE 

135 Si Luratth Rd lexuie 0633 700190 
ADAMSWORLO OF SOFTWARE 

Not" Fincrtey Iffftp NL' 01-440 7170 
BUS & BYTES COMPUTERS 
18 Cwai StBbon. RaneteiO" 5! Uveroon 051 709 44B6 
CASTLE COMPUTERS 
i Frajncas Passage Lancaff." 0524 61133 
CAVENDISH COMMODORE CENTRE 
ho London fltf LKeslr 0533 550993 
CHIPS COMPUTER SHOP 

I -WNiipe sc M40aDnwg" 064? 219138 
COMCAN (SCOTLAND) 
RBmS)..GI«oaA Ml 3325147 
COMPUTER MAJIC 

•JCwSi.tcawfBSWo' 047850966 
COMPUTER MAJIC 

51 Si Andreas St Soutn Bon Si Edmund* Suffolk 

0284 702305 
COMPUTER WORLD 

4?Minw2 Longbn SO**-'"" ' 07B2 319144 
COMSQFT 

46 Duke SI . COWitW* Sco4Ki«j 0000 20642079 
C0MTA21A 

204 High Si. Duttey. W Midlands 0304 239259 
CWMBRAN COMPUTER CENTRE 
JWUonOffwufid Cn«^ 06333 60996 
G&G COMPUTER ELECTRONICS 

13 lfflt«M*n On Rfl londonwi 01-6003702 
GAMER 

TlEntSL EnsMon E 5u5M> 0273 720691 
GAMES ROOM 

in stops Unit 15 Mattel Hall t awn 0372 44406 
GB MICRO LAND 

rQud^Fvatt. London Rd.W&l<duy.Mi 0705259911 

GOEl COMPUTER SERVICES 

^ Boston Rd Hanwell InndonW '' 01 579 6133 

GREENS PHARMACEUTICAL 

21 MartttWij. CovenS 0203 520484 

GULTRONICS 

?/.1Toi«nmm Court Rd lontM" A 01-323 4612 
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Not all lilies are available on every machine format Please consul! your stockist lot availability Electronic Arts products ate available trom good software stockists For a lull broadsheet descnbrnrj the 
complete range or information on your nearest stockist write to Bectromc Arts, 11-49 Station Rd. langlev. Berkshire SL3 8YN. England Or call our Customer Services Dept. on 0753 46465 




ju're washing your hair. 



impany in the USA are 
)me of our new releases: 



HI VOLTAGE 

53-59 Hip 51 C'nfftjn 01406 1362 
LAN COMPUTER SYSTEMS 

1.063 FfcjnRd CftaOMII Moat-i F-u ■ -.*■■ -:: 01-599 0961 
MEGABYTE 

i? Ettrct Squam tarfltmauV ScofliK 0236 738390 
MICRO ANVIKA 

?20A Mention Court Rd London «1 01-636 2547 
MICROBYTE 

36 County Arcade lew 0532 450529 
MILES BETTER SOFTWARE 

719 ??1 Camoci Rd. Chaasmoc Cannoct 06436 3677 
MPC SOFTWARE 

17 j*>4n Rd West Bnftjton) tfcjtlingrtam 0002 020100 
ONE STEP BEYOND 

Ha Case MudM Norwcn 0603 663796 
RSC 

i5D«ee*isRo Vatvt 0923 243301 
SILICA SHOP 

U The Mew Halheitor Rd . Sifloip fen 01 300 3399 
SILICA SHOP 

Lyon House list FtooM Tl ' Tcuenwro Cot/i Rfl 

Lom»iW' 01-500 4839 
SILICA SHOP 

SrilNrges (V Float Oitord Si londw 01-679 1234 
SOFT CENTRE 

Tne Parade Cwnunn Taw CrnPc Cw<*inia» 

06333 68131 
SOFTWARE CITY 

3 bttit^ Parage. W 090225304 
SOFTWARE EXPRESS 

5H 5lfi Alum Runt Rd Alu"»Roci BiiminoWr 

021 32B3565 
SOFTWARE PLUS 

3 RondM tWi 0708 765271 
SOFTWARE PLUS 

336 Dian*ell So Victoria Ocus Southend 

0702 610784 
SOFTWARE PLUS 

Pv Boulcwds Howuti brtti Eledtod 023466669 
SOFTWARE PLUS 

17 Si MaatattSt IpSWfn Sutton 0473 54774 
SOFTWARE PLUS 

35 High 5t. Gnmenc 0474 333162 
SOFTWARE PLUS 

Liberty Showing HaB East Sa totlc ■ 0266 27922 
SOFTWARE PLUS 

T«e Bouievjn). Weftngton Ceflfe Aidentfitf 0252 29B62 
SOFTWARE PLUS 

' 02O6 7609/7 

SOFTWARE PLUS 

49HtgtiSt Gtaglwn 0034570934 
STRATEGIC PLUS SOFTWARE 
188 Fulmei Dose. Mamptw. Mfldi 01*979 2607 
THE COMPUTER SHOP 

UM ?M Vctona Centre (Mbngrwi 0002 410633 
THOUGHTS & CROSSES 

33 Maitef Si , HecWwOwite ft vo'U 0924 402337 
TROMPUTER SOFTWARE 

161169. IWnflaB Rd Ealing londnnWil 01-0743410 
V2 COMPUTING 

HI SI Albans Rd 'A'jito'it 0033 SOW 
YORK COMPUTER CENTRE 

9 DirjOflB Centfe Dangtfe Ion D904 641862 
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SHOOT 'EM UP 
CONSTRUCTION 

Outlaw Productions, £14.95 cass f £19.95 disk, joystick or keys 
• Create your own sizilers with Sensible Software's SEUC 





Sensible Software, whose 
previous successes include 
Parallax and Wizbatl, are set 
to take the vertically scrolling 
shoot "em up marKet by storm with 
their Shoot 'em up Construction 
Kit, a utilily which allows a person 
with absolutely no knowledge of 
BASIC or machine code to create 
iheir own stationary or vertically 
scrolling one or Iwo player head- 
to-head blasting games. 
The SEUCK allows all the van- 

► The SEUCK oven allows two 
players to do battle on screen 
□I the same time 




ables of a shoot 'em up to be 
defined to suit the user's require- 
ments. Sprites may be designed 
and animated, backdrops drawn, 
alien attack patterns set and even 
scoreline and bonuses fixed. A 
completed game may also be 
saved and played independently 
of the designer program. 

Designing a game starts with the 
main menu. From here the user 
selects one of nine editable fea- 
tures: sprites, backgrounds, 
objects, sound effects, player iiml- 



T . h i! S •? be °" e of ,he 9 rea,est Packages ever released on 
■ the 64. The games that come with it would be worth the 
money alone, but this gives you the ability to make your own 
You ve got an excellent sprite designer and graphics utility with 
features, such as slide and mirror, that are hard to find on some 
dedicated art packages! There's also a brilliant special effects 
mixer thrown in for good measure. All this is so compelling, I 
defy anyone not to become totally engrossed as soon as they 
start using it. It's beauty is that it enables literally ANYONE to 
produce high quality bashes of virtually infinite variation The 
incredible feature of the package though, is that just when you 
think you ve exhausted its resources, you find some other little 
trick it can do - such as the independent file saving. With people 
able to create high quality stand-alone games quickly and eas- 
ily, it shouldn't be too long before we see the first SEUCK Sizzler 
or, dare I say it. Gold Medal!? 




ft 



•» The 'select block' mode, 

displaying the separate blocks 
available to create your 
scrolling map 

lations, attack waves and levels to 
the character set and front end. 
Choosing one of these results In a 
sub-menu appearing, which gives 
further options for the edilor m 
operation. 

For example, when the 'Edit 
Spnte' option is chosen, the 
screen prompts; select, edit, edit 
colour, slide, mirror, copy and 
erase. This comprehensive series 
of options allow up to 128 12x21 
pixel sprites to be designed, col- 
oured and animated. These may 
be saved out, or used immediately 
in the 'Edit Objects 1 mode which 
allows the animation lo be defined 
and polished as required. 

Backgrounds are designed and 
drawn in a similar fashion, with an 
extensive sub-menu allowing a 
char(acter) lo be selected, edited 
and coloured, and all the chars to 
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What a great idea! OK. it 
isn't the first, but rt's cer- 
tainly the best executed and ^ 
most comprehensive (non- 
adventure) game designer to 
date* I couldn't believe how 
quickly and easily a simple 
game could be created. The 
whole package is brilliantly 
designed and so pleasant to 
use. The sprite designer alone 
is great fun and any aspiring 
Oisneys will appreciate the 
animation facility. I won't say 
that SEUCK will be everyone's 
cup of tea: some people have 
neither the time, imagination 
or inclination to sit down and 
design their own games. And 
don't kid yourself - it does take 
time to create a really good 
game - but if you fancy design* 
ing your own Sizzler. then 
SEUCK is just what you've 
been looking for* 





be put into blocks and used to 
create a very large scrolling map. 

Once the backdrop and sprites 
have been prepared, the limita- 
tions of the player and enemy 
sprites are set- Here, the user 
defines the enemy attack patterns, 



SPRITE 



ELECT SPRITE ^ 
FOIT SPRITE 
EOIT COLOUR 
SELECT COLOUR 
^Liorr spRrTe 
mthror spritf 
copv sprite 

ERnSE SPRITE 



MRSK SPRITi 



«#J« VOO Stiff e: 
MO 



T" V. 



▼ Alien attack patterns are easily defined and stored (n ihe program 



• > - 



Fancy a bit of Slap 7T Tickle? It's free with the SEUCK 



n 
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SHOOT EM UP 
CONSTRUCTION KIT 




More blasting chucktos with Stop 'n' Tickle 



Sensible Software have cer- 
tainly come up with some- 
thing special this time! If 
you've got the time and 
patience, you can use the 
SEUCK to create some really 
incredible games. Earlier 
attempts at games designers 
have failed due to the lack of 
freedom. SEUCK gives the 
user an incredible amount of 
space in which to develop his 
ideas - it'll take a long time 
before someone manages to 
push it to its limits! The 
thought that has gone into its 
workings is absolutely pheno- 
menal, so much so that you 
can sit down and start design- 
ing without reading the 
instructions - we did! You do 
have to refer to them eventu- 
ally, and when you do they're 
helpful and informative. The 
package comes complete with 
a quartet of games, all of which 
are extremely good - in fact 
they're better than some full- 
priced games! The Shoot 'em 
up Construction Kit is a miles- 
tone in computing history. It 
mightn't appeal to all 64 own- 
ers, due to the amount of 
attention it requires, but if 
you've ever wished you could 
design your own game, this is 
a dream come true- 




the level of their aggression and 
sets the players' movement. 

The game may be split up into 
separate levels, the duration and 
type of which can be specified* 
Including a static bonus screen at 
the end of each, if required 

To add to the atmosphere, some 
suitable spot effects may be 
created using the 'Edit Sound 
Effects' option. This sound 
generator is akin to a miniature 
mixing deck and allows up to 24 
different sound effects to be gen- 
erated by adjusting the on-screen 
slide controls. The wave, attack, 
pitch, plus speed and time of the 
rise and fall can be altered to 
create a wide variety of sounds, 
from soft gongs to raucous white 
noise blasts. 

For the finishing touch, a title 
screen is also written and 'colour 
cycled' by selecting one of the 23 
predetermined patterns. The 
character set may also be rede- 
signed to give the game that final 
polished appearance. 

As the creation process prog- 
resses and new features are 
Implemented, the game may be 
playtested and tweaked as neces- 
sary. Finished games are then 
saved to tape or disk using the 
storage facility, and run as an inde- 
pendent program. 

To show some of its capabilities, 
and give the user something to 
practice on t the package comes 
with four demo games: the cheek- 
Ity named Slap n * Tickle, a variant 
on an Imagine licence. Outlaw, a 
Gunsmoke done, Transputer 
Man, a Robotron game and Celeb- 
rity Shoot 'Em Up, a blaster con- 
taining sprites designed by many 
lav nous names within the industry. 




SPRITt MO . x 

■mcHortouiio % 
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The highlight of the construction kit: the superb sprite designer, editor, 
animator , , * 
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There's no doubt that The Shoot 
em up Construction Kit is an 

exceptional piece ot software - 
the Gold Medal award is 
thoroughly deserved. However, 
since it's a class of its own we 
feel that it's unfair to compare tt 
with other software on the mar- 
ket, and therefore there are no 
ratings. We have offered three 
individual opinions as a 
guideline, bul ultimately it's up 
to you to, decide whether or not 
you'd (Ike to try and design your 
own games. 




CBM 64/128 SPECTRUM SPECTRUM +3 AMSTRAD 

£9.99 TAPE £9.99 TAPE £14.99 DISK £9.99 TAPE 

£14.99 DISK £19.99 DISK 
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IH fl VnST, EXPMDfflG UNIVERSE THE 
ClfflLLEHGE IS SURVIVAL j 
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As I wrile storms are lashing us, London's been blown into Kent and 
Wales Is about lo deluge us with its overaptM of Rood water (Ludlow's 
Nm T«me rises fn the Welsh hills); meanwhile, storms lash within 
the pages ol Rrap as well. There's quite a bit here about budoet 
gamtfvs and their recant treatment in Z2AP! But more of t%al soon 
First off, Letter Of The Month and that £30 worth of softwve lo* 
writing H which goes to a person who remembers brown bread the 
w^i it used to be . 



THE VOICE OF 




Dear Lloyd 

AHer reading Simon Calvert's 
Letter Of The Month (Issue 301. I 
fett I just had to write in. 

I am lotally fed up wtth this 
feeble 'software is too expensive 
so I copy if attitude. What a load 
of absolute rubbish! I'm a games 
player of considerable experience, 
dating as far back as the earty 
black-and-white Pong games, 
(does anybody remember those?!) 

S Calvert states that he gets C6 
per week: that's four pounds more 
than I got at hts age. Around that 
lime l was lucky enough to own an 
Alan 2600 games console. At the 
time it was considered state-of- 
the-art games playing technology 
but at what price? ISe machine 
itself cost nearly £200 and the 
games ranged from £20 to £50, 
which at the bottom of the range is 
double what you pay lor software 
today. In those days there was no 
way of pirating games, so you 
either saved lor the game you 
wanted, or went without. 

At least today we have objective 
software review magazines to help 
you decide what is a good buy and 
what isn't. Ail we had then, was 
the Atari Club Newsletter which 
arrived when it left like it, and was 
full of nothing but self-praise* So, 
rf after months of saving, you 
bought a game only to find when 
you got tt home it was total rubbish 
rt was tough - there was nothing 
you could do about it, apart from 



start saving for something 
different. 

Today there's such a wide range 
of software to choose from, not all 
good I must admit, but the good 
outweighs the bad It has to, or the 
software Industry would simply 
collapse, A few companies have 
already fallen by the wayside, but 
the majority of these were selling 
sub-standard software. 

Today you know what you Ye 
buying before you part with your 
hard-earned cash. Just because 
games costs a tenner or isn't quite 
what you expected surely doesn't 
give you the right to pirate it. There 
la no excuse for pirating, in my 
opinion it is just down to personal 
greed and the attitude of wanting 
something lor nothing. 

Paul Coleman, Teddington 

/ agree, and Julian says he also 
used to have the same sort of thing 
when saving tor POM cartndges 
for hts A tari 400. 1 too used to own 
an oidAtan games console (cost a 
fortune, probably the equivalent in 
today's money of near on C350)< 
and they, and the available games, 
were not aimed at adults with 
spending power, although 
inevitably it must have been adults 
buying them for their kids. IVs all 
very well today's micro software 
pirates saying that was then and 
this is now - the nature of thieving 
never chanqes . . . 

LM 



ACRO AGGRO 



Dear Lloyd 

Please help me - I purchased a 
copy ot the game Aerojet This has 
always been on my list of essential 
purchases since reading your 
favourable review. 

After loading the game I entered 
in the Pylon Race the first and 
easiest event After becoming 
'airly proficient at flying around the 



course and making a couple ol 
successful if rather shaky 
landings, I decided to progress to 
some of the other events. 

Some chance! I went through all 
the options many times and had to 
reload until I could reload no more. 
I could not gain access to any 
other event 

The next day I sent the game 



back to US Gold. Three days later 
they returned my original game 
accompanied by a letter telling me 
that 'We no longer distribute this 
game, I suggest that you contact 
MicroProse'. followed by 
MicroProse's address. Okay, try 
again. 

Guess what. Yes. that's right! A 
similar parcel came back 
containing my game and a letter, 
and I quote; 'I am sorry to say we 
cannot replace your game as It 
was not manufactured by 
MicroProse, but marketed by our 
previous licence, US Gold*. I think 
someone's trying to tell me 
something. 

Obviously the game has been 
sold to another company who now 
manufacture and distribute it. I 
would have thought that If. as I 



suspect. US Gold are responsible 
for this game and genuinely have 
no more copies lying around then 
they should have offered me 
another title, 

I would appreciate any advice 
you could give me regarding this 
matter. *L 
Gerry Shephard 

Come on. this is a bit shabby guys 
- over to you US Gold and 
MicroProse. It seems to me that 
whatever circumstances now 
obtain. someone here 's 
responsible for replacing what 
could be a faulty product, and like 
Gerry, I suspect that's US Gold 
But MicroProse is losing a useful 
opportunity for some good public 
relations too , - , 

LM 
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A DIAMOND 





Dear Lloyd. 

It is with heavy heart (sob, sob) I 
write to you and ZZAP! for the very 
last time (tell those mutinous 
minions to stop cheering). I am 
upgrading to the Amiga, and am 
saying a heart-rending farewell to 
my faithful old 64, (excuse me 
while i dry my eyes). 

So in future there will be no more 
Jaunty Julian, Pleasant Paul, 
Stalwart Steve. Loyal Lloyd, no 
more brilliant reviews (sorry my 
tissue is soaked, sniffle!) I will not 
be seeing Traumatic Tamara again 
(hip hip hooray) no more will I hear 



the thunderous rumblings of the 
Superstar Scorelord, or witness 
the magic of The Harlequin, No 
more will I be able to read the 
wonderful amazing, interesting 
Z2AP Rrap (I am an awful crawler). 

So how can I survive the future 
without this stupendous 
publication every month? What 
will it take to ease a broken heart? 
(A 22AP! sweatshirt would help). 
How can I fill this dark and fearful 
passage of time without going 
completely ga-ga. 

The answer my friends is really 
simple - I bought the new 
Newsfield mag, THE GAMES 



MACHINE, and do you know a lot 
of my family and friends tell me 
that since I've known I won't be 
buying ZZAP! again, I've become 
a really nice person to know. No 
more the wi Id -eyed , raving . 
obnoxious, aggressive, 
argumentative, lewd and foul- 
mouthed ogre l was! So people it 
you have any or all of these 
symptoms, a good rub down with 
the very first issue of THE GAMES 
MACHINE is the perfect remedy. 

Well Uoyd, to be serious (or a 
moment, I would like to thank 
ZZAP! tor a lot of good reading, 
fun and the Pouting Flathead 
which I won last year, I have upset 
some people in the Rrap in the 
past, but as you yourself said at 
the time, this is what Rrap is about 
- the right of everyone to have their 
say. A lot of things in the mag I 
didn't like were for outweighed by 
what I did like. 



So please print this letter, as I 
would like to see my name in 
ZZAP! one last time, (I'll still read 
my mate s copy) and I wish all at 
ZZAP! all the very best for the 
future (OH, God I've run out of 
tissues). 

Jack (sob, sniffle) Diamond, Ayr 

Gosh, Jack, what can I say?! No 
more Jack Diamond letters, no 
more Jack Diamond backlashes, 
no more screwing up those letters, 
throwing them furiously in the 
waste bin, then (conscience 
pricking) retrieving them and 
typing them in with gnashing 
teeth . , . ? Life just won't be the 
same. But watt! Before you depart, 
take a look at our wondrous 16-Bit 
supplement in this issue - maybe 
you'll get rehooked, andthere'llbe 

some Amiga updates now and 
then . . * 

LM 



BE FAIR TO 
BUDGET GAMES 



Dear Uoyd 

I must disagree with the recent changes made in the system of 
reviewing budget games. The views on page seven of the October 
1987 issue - 'budget games neither need nor deserve the same 
In-depth coverage as other software' - may be true in certain cases, 
but I'm sure that the ZZAP! team are perfectly aware that many 
budget games are of as high a standard as most full-priced games. 
It seems very unfair to me that a company that has the guts to 
release a high quality game at budget price is penalised by getting 
a tiny review, whereas an inferior game which receives much lower 
marks gets a lull-page review, simply because the publishers felt 
they could get away with putting an £8.99 tag on it. . 

I agree that the new format may be be suitable for low standard 
budget games as there are quite a few of these, but I am sure the 
ZZAP! readers would like to see the good games reviewed in depth, 
regardless of price. 

In the past games such as Thrust and Kikstart were justifiably 
brought to attention by giving them double-page colour spreads 
with several screen shots, whereas Revenge //and Arcade Classics 
now have to make do with only half a page. This Is unfair both to the 
public and the publishers. 

Andrew Graham, Perthshire 

Yours is not the only letter on this subject Andrew, so before 
answering in any detail, here are snippets from some more readers ' 
letters ... LM 

What is the world coming to? I realise that any good budget games 
get almost a full page review, but what about those games which 
don't quite hit the mark for a Silver Medal award? If a programmer 
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has wntten a good budget program but it doesn't quite get a Silver 
Medal, he turns to the budget section . . . and finds his game review 
has been stuffed into a little box with a rating at the bottom. Some 
like Thnjst and Park Patrol are very good. By taking up arms against 
budget titles you have angered me and maybe others. 

Nicholas Drew 

I would willingly pay C1 .25 if this sort of editorial abortion could be 
avoided in future. Another 25p could have saved Issue 30 from 
being the worst, in my opinion, in the history of ZZAP! 64. 

How can a game like Arcade Classics by Firebird get half a page 
review. A screen shot and two squashed opinions when it's twice 
as good as Centunons by Reaktor, and lhat gets double the space 
only because it's more expensive - that's stupidl 

I believe after many months of debate, ZZAP! has finally 
submitted ,to those who argue thai budget games should be 
separated. 

The Silver Medal Award is verging on racism and ZZAP! seems to 
have become the South Afnca of computer review magazines, 
separating the expensive from the cheap for some Idiotic reason 

After reading THE GAMES MACHINE, it proves you're still 
capable of producing unbeatable magazines and editorial sections! 

Anthony Stevens, Southend-On-Sea 

The recent ZZAP! 64 made me very angry -you discriminate against 
budget software because of its price. 1 think that a game is a qame 
and should be treated as such no matter the price. Knowing 
something about magazines and how Important advertisers are, I 
think that you try to push full-price software. A logical commercial 
point ol view for a business man. but unfair when you see it as a 
reader. I feel sorry about it - for ZZAP! 64. 

Kees Beekhuis, The Netherlands 

Let 's get one thing straight (referring to the first letter from Andrew/ 
- you 're being emotive m using a word like 'guts ' Guts don t come 
into it. Budget houses have a very straightforward marketing policy. 
Their prices are low because the two major handlers of budget 
software use outlets such as newsagents, garages and 
supermarkets, so the prices have to be low. They don't necessarily 
expect to make more profit per title than a futl-pricegame. Besides, 
Mastertronic own Melbourne House because they also want to 
develop much more detailed games which require a higher price to 
get a return on the investment. 

With that off my chest I'll turn to our decision. For a start you're 
talkingto a bit of a fence squatter on this one. Some months ago 
both ZZAPI and CRASH were faced with a decision: whether to stop 

™f% in9 budO0t 9 ames ~ I'll outline the reasons in a moment. 
CRASH refused to stop, preferring instead to devote less space to 
reviews (whether full-priced or budget) with ratings of less than 
50%. ZZAP! opted for a budget ghetto. Within that, there 's really no 
reason why an excellent budget game shouldn 't get plenty of space 
for its review. 

The reasons why the decision had to be faced are complex but 
put simply, this was the situation: budget houses have never 
advertised significantly if at all. full-price games are inevitably 
backed up with plenty of advertising - and don't forget. ANY 
magazine needs advertising revenue to exist if it is to keep its cover 
price down. Without that revenue ZZAPi, for example, would have 
to cost you somewhere between £1.90 and £2.25. As the 
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WHAT ABOUT 
THE SUMMER? 



Dear Lloyd 

I have written to complain to all 
software houses about something 
that was brought up in my local 
computer shop the other week. All 
through those long (and 
sometimes hot) summer holidays 
when kids like me have time to play 
on the computer and earn money 
to buy games, the software 
houses release one or two games. 
Then, during autumn and winter 
when kids are back at school, 
software houses release all the 
good games at once - like Street 
Sports Baseball, Street Sports 
Basketball, S!ar Paws, California 



Games, Indiana Jones And The 
Temple Of Doom and so on. 
Us kids haven't got the time or 

money for games at this time of 
year. 

Glenn Mitchell, Brentwood. 

Ah. but whatever you say, 
software houses have learned by 
experience that game sales slump 
during the summer. Try saving 
your money, so when the winter 
releases come along you 7/ be able 
to afford to buy some of them m 
Anyway, what about Christmas 
money and Christmas holidays? 
You'll just have to wait until then. 

LM 



percentage of budget titles increased, it became clear that the 
traditional, fulhprice software houses were supporting computer 
magazines with their advertising revenue in order to promote the 
very budget games which they saw as a threat not only to their 
full-price sales, but to the very industry itself. 

And indeed, for us to continue supporting budget houses who 
didn *t in turn support us with anything, began to look like cutting off 
our nose to spite our face. Recently Bruce E veriss of Code Masters 
said in consequence of the demise of full-price software that 1 there 
will be fewer magazines . . . These will hardly be missed. 1 
(Computer Trade Weekly 12 October), Perhaps not by the budget 
houses who care not a whit whether their product is reviewed or not 
(it *s so cheap, who can resist buying it whether it 's good or poor?), 
but perhaps they will be missed by those 8-bit owners who have a 
serious interest in the quality of the goods they spend their hard- 
earned cash on Mr Everiss. 

Added to that we have had to consider the space budget games 
were beginning to take up against the statistics of how many were 
exceptional, or even worth bothering with at all; and looking back 
the tacts are depressing - not a very good percentage of budget 
titles to date have been above 55%. As you know, we've never 
before 'discriminated ' against a decent budget game, but perhaps 
in attempting to sort out what to do, we've overdone (or underdone) 
it when it comes to the space allowed to reasonable budget games. 
As I said at the start, I sit on a fence, but I think I prefer the CRASH 
system of simply treating every game similarly regardless of its 
pnce, and creating space by giving less to unworthy games - 
although this hardly satisfies the requirement of the full-price 
software houses who support us with revenue. 

And to those who regard this consideration as a 'businessman 's 1 
ethic, lean only say that it's a question of realities - after all, we've 
now got to contend with the like of Mr Everiss and what I take as the 
'official* Code Masters policy towards computer magazines. The 
ultimate question ts tor you, the reader: do you want to see 
computer magazines disappear? Do you want to see a situation 

where there are no reviews of software, where you will buy sight 
unseen so to speak? 

Qear1y t if we want to continue providing a proper service to our 
readers, we must review budget games as well as full-priced ones, 
but we do so in the knowledge that we are treading on a knife edge, 
and also with a less glowing attitude to the 4 guts* of budget houses 
than you seem to have. The pricing of budget games is a cynical 
market exercise (like any), the benefits of which are supposed to 
accrue to the budget houses - it those benefits coincide with yours 
as a purchaser, all well and good, but tf they don't, I would be 
surprised if the gutsy budget house would care two hoots; any 
more, to be fair, than would a full-price software house putting out 
a game it knew to be poor but stuck with a higher price point. The 
only difference is that you probably wouldn't buy it, because £10 
bears thinking about, whereas you will still pour profit into a budget 
house pocket for a bad cheap game t because you wouldn't think 
half as hard about blowing two quid. 

So you see, the changes (and the views) have come about as a 
result of deep consideration and not simply because ZZAP! wanted 
to penalise anyone. 

Thank you for the views I've received so far. and sorry to go on 
so long about this, but it is an interesting topic. I would be glad to 
hear many more views. . 

LM ► 
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SHORT SIGHT 
FRIGHT 

Dear Lloyd 

How are you? Just stop and think how your body is feeling reading 
this ten thousandth letter. Does your back ache, are your feet sore 
is your brain exploding with headaches? Most probably your eyes 
are very strained and very tired indeed, and that is what this letter is 
about. 

This letter is probably more meaningful to the reviewers rather 
than you as I don't suppose you sit in front of monitors for hours on 
end every day. 

You see. I bought my 64 some two years ago and have since 
Spent many enjoyable hours on it. However, as the months went by 
I noticed a steady deterioration in the strength of my eyes. I onginally 
used to have my TV about ten feet away from where I sat but as the 
months went by I began to subconsciously move closer and closer 
towards the television set in order to see properly. Soon I was only 
about six teet away - partly because I bought a short TV computer 
lead but mainly because my eyes had worsened - and then only 
about tour teet. Recently I finally realised something was wrong and 
subsequently had my eyes checked out. I was prescribed 
spectacles and now my sight is perfect. 

If I hadn'i gone earlier to my optician my eyesight could have 
deteriorated to the same level as a 35-year-old rather than that of a 
16-year-old school boy. Wearing glasses steadies the worseninq 
effect ot television and other powerful visuals so I recommend aN 
ZZAPIera lo get their eyes checked out 

Most particularly I appeal to the ZZAP! reviewing team to do the 
same and check out their eyesight, because every photograph we 
see of them shows the monitors to be very close to the potential 
seating area and none seem to wear glasses. 

Asim Sibtain, London. 

Research into Ihe effects of Visual Display Units (VDU), or monitors 
(or tellies) has produced conflicting evidence. During the Seventies 
American researchers observed that the average viewing distance 
from the television of teenagers had decreased to about one foot' 
It was as though that generation actually wanted to get into the TV 
Yet the incidence of poor eyesight hardly changed - and the 
Amencans are very health conscious. 

It "s a well accepted fact that during early adolescence (and boys 
appear to suffer more tor some reason) the eyesight can change 
dramatically (usually towards short-sightedness), so it may be a 
mistake to blame your eyesight on your VDU. Incidentally. Julian 
went to the optician a couple of months ago, and was found to have 
perfect 20/20 vision-not bad tor someone who spends most of his 
time stanng at either a word processor or Commodore monitor. 
However , some protective rules have been suggested, such as not 
having a monitor close to the wall so that your eyes have something 
at a greater distance than the screen to refocus on from time to time 
This forces the eye muscles to work and stops them becoming lazy. 

LM 



DON 'T POKE 
SO SOON 

Dear Uoyd 

Now for my complaint, II is not 
directed at ZZAPt specifically, but 
at all computer magazines who 
have a tips section* It seems that 
game hackers are in abundance 
nowadays, and as soon as a game 
appears in the local computer 
shop there's POKEs for Infinite 
lives or to avoid sprite collision m 
some magazine. 

People, being inquisitive, type 
them in finish the game and are 
then bored for the next few weeks 
until they can afford lo boy yet 
another game. Authors are also to 
blame as they tncorporate 
cheats' into the game. 

Can there not be some sort of 
delay used by all magazines to 



allow us gamers a decent try at a 
game before being tempted to 
type in POKEs? In the case of the 
'press a couple of keys and get 
extra lives 1 cheat, you sometimes 
can't help noticing the cheat as 
you flick through the mag. 
Curiosity then gets too much and 
the cheat is entered. 
Anthony Bung, Bromsgrove, 

Worcs 

Don't be Silly - nobody is forcing 
you to enter any POKEs. Just 
because they're there, it doesn't 
mean you have to use them. It's 
rather tike having a larder full of 
food and feeling you have to eat it 
all at once. Just control yourself! 

LM 



MATURING 
NICELY 



Dear Lloyd 

Since my first encounter with 
ZZAP\ 64 (Issue 4) I've seen the 
magazine grow in confidence and 
professionalism. At first you were 
both cautious and tentative. You 
were experimenting, 4 trying out 
the readers'. The requirements for 
a great game were not quite so 
stringent. The Rrap was more 
light -hearted with readers 
prepared to have a 'toruvva laft\ 
but now in the days of 
conversions, tie-ins and piracy, 
things have changed. 

Readers look upon these 
problems and feet they must act 
I'm not saying these problems 
were non-existent in earlier issues 
but the readers were also 
uncertain about a relatively new 
magazine. 

Now the reviewers are 
household names we can relate to, 
not 'just another blockhead who 
reviews games'. Reviews were not 
treated with the harshness shown 
today - you had to be careful not 
to offend. That's not the case now; 
we have a fair idea of the tastes of 
the reviewers. That's why a new 
reviewer is never really popular 
until he has settled in and people 
know how he reviewers and in 
what style according to his taste. 

ZZAP* has grown Tn confidence, 
improving month by month, year 
by year. Your views can be 
expressed freety now without 
thinking you could be condemned 
for what you have said. The 
wisecracks are more hard-hitting 
and confident, rather than little 



comments every now and then* 

Now (start squeaky violin tune). 
I feel I am part ol a family growing 
and growing, helping (fade violins} 
each other at every opportunity, I 
can really relate to you. One point 
though, I remember the days when 
readers could write in and their 
letters would be lunny and 
enjoyable to read. Life Isn't all full 
o( problems is it? C'mon lads and 
ladesses (no sexism here I can tell 
you) wnte In and have a good time, 
and a (art every now and then 
ptaa oaa 

Marios Stylianides. London. 



/ don 't know about being cautious. 
Seems to me we rather quickly 
upset a certain Jeff Winter and, 
even worse, the Minter Horde (a 
Mongolian word used in 
conjunction with the Tartar 
invasions of Middle Ages Europe 
and meaning 'tent\ or those who 
lived in tents) with our review of 
Mamma Llama. The Tartar horde 
enjoyed marauding a lot (rather 
like latter-day aliens, they always 
maraud, don't they?), and hacking 
off people's heads. Fortunately 
Mtnter's followers used words 
rather than scimitars, although I'm 
not sure whether that was better. 
Yes. more confident now, but 
more cautious then - 1 'm not sure. 
I mean, would you go up to Jeff 
Mtnter's stand at the PCW Show 
ana loudly say, 'I hated Mamma 
Llama', and expect to get away 
with your head intact? 

LM 
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ENPALS 
ENPALS 
ENPALS 



Richard Swinfan, 14 Cedar Road, Broughty Ferry, Dundee 
Scotland, DD5 3BB would like lo write to anyone who proqrams 
machine code for the C64. 

Gilbert Olsson aged 1 5 of Radhusgton 4B t S-151 3350 Dertal SE 
bweden, would like to wnte to male or females who own a C64 and 
cassette deck. 

Luke Burns of 7 Queen Street, Avonmouth, Bristol, BS1 1 9AL 
wants a penpal with a C16 or a C64. 
pevree Joel, 147 Rue Cimetiefe. 7070 Houdeng Goegnies 
Belgium is 27 and ownsa cassette C64 and would like a penpal from 
any pad of Britain. K 

Clive Austin 16 years, of 6 Robin Close. MidsomerNodon. Bath 
Avon. BA3 4NJ is seeking a penpal aged between 1 5 and 1 8 who 
uses hts Commodore not only to play games but for other 
interesting computer things as well! 
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21st CENTURY WARRIOR: 




The Apache . . . Fierce and elusive, like its warrior namesake 
. . . Capable of defeating enemy tanks, infantry, and hostile 
aircraft on the modern electronic battlefield. 
Gunship's revolutionary 3-D graphics enable you, the pilot, 
to fly into the world's hottest trouble spots . . .You'll use an 
unbelievable array of high tech information and weapon 
systems, including lasers, video cameras, night viewers, 
radar warnings, jammers, computers, missiles, rockets, 
flares and a 30mm cannon! Successful missions will be 
rewarded with medals and rank promotions. 



GUNSHIP is available for the CBM 64/128K,Spectrumand 
coming soon for IBM PC and compatibles. 



PROSE 



SIMULATION 



SOFTWARE 



Please send 



copy/ies of Gunship CBM 64/128 □ Cassette £14.95 □ Disk £19.95. 



Spectrum □ Cassette £9.95 □ Disk £12.95 □ Further details. 
Name (block capitals) 



Address- 



Post Code 



I enclose £. 



or debit my Access/Visa card. Expiry date 



including 55p P+P. Cheques payable to MicroProse Software Ltd. 

No.E 



G/C/1187 



MicroProse Ltd.. 2 Market Place, Tetbury, Gloucestershire GL8 8 DA. UK. Tel: (0666) 54326. Tlx: 43422 MPS/UKG. 
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CASCADIA ... COMPUTER ENTERTAINMENT SECOND TO NONE. 



Who's the most mischievous 
Playboy in the entire 
galaxy?.... 



■* \\ w \La \\\ \" 
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|ff|T^^ ..That's Who!, 
& ! and don't forget it! 

^\ You may not believe it but he's a super-sharp counter espionage 

asent with a big appetite for entertainment and there's nothing he enjoys more 
than a full blown bruise-up! Now trouble is heading his way as you help Freddy 
recover, after yet another crash-landing, to steal a space-craft to freedom. Take on 
man-eating ants, reptiles, robots, mutants and genetic throw-backs with Dinamic's 

latest wonderman - Freddy Hardest. 



SPECTRUM £7.95 COMMODORE £8.95 AMSTRAD£8.95 MSX£8.95 



Imagine Software. 6 Central Street. Manchester M2 5NS, Tel: 061 834 3939, Telex: 669977 
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GNOME 



RANGER 



Level 9, £9.95 cassette or disk 




cmcmbcr 
good old 



ihe 
days 



when Level 9 
were indepen- 
dent? They 
treated the adv- 
enture world in 
masses of text 
and pu77lc solv- 
ing in their nevcr-tu-bc-forgoticn 
epics such as Snowball, Lords of 
Time and Adventure Quesf. It 
appears they wish to go it alone 
again with their new title. Gnome 
Ranger, although they have by no 
means broken oil theirassociation 
with Rainbird, as future releases 
will demonstrate. 



arc the graphics: they're very nice 
- not quite up to Magnetic Scrolls' 
standards, but a vast improvement 
on the usual Level 9 pictures. 
What is interesting is that they 
load separately from side two of 
the disk, thus demonstrating thai 
all of the memory has been used 
for the text, a method which the 
Austins have utilised throughout 
their adventure career, using only 
the spare bytes lor graphics. 

The amount of texi which Level 
9 squeeze into the 64 is near mind- 
blowing. Screens and screens ol 
text slowly scroll up as events and 
locations are vividly described. 
The parser itself is very acceptable. 




wtst and 
flnorthwfij . 
Hhat gnow? L 

Ingrid w *s mX th« b*s» of « w*t*rf*ll 
Th* sound of filling wat#r was quite 
d**f tning , Exits l«d gnorth , wtft and 

«r\or thwtit . 
hmr gnow? EXAMINE UATERFALLH 



Ingrid Violet Bottomlow is a 
bossy, thick-skinned gnome who 
is eventually banished to the wil- 
derness by her exasperated family. 
The basic aim is to get Ingrid safely 
back home* while sorting out some 
local problems on the way. 

The first thing 1 have to mention 



with the now almost expected 
ability to understand such inputs 
as TAKE ALL BUT THE BELL and 
CENTAUR, TELL ME ABOUT 
YOURSELF. The player may also 
FOLLOW another character, FIND 
a certain object known to exist 
within the adventure, or even 



RUN TO or GO TO any location- 
There are times when Ingrid 
needs to locate an item to enable 
her to placate or befriend a crea- 
ture, so it in turn helps her wiih 
the quest. These inhabitants are 
mostly friendly, and are quite 
articulate in conversation and car- 
rying out orders. They can do little 



adventure 



with the cursor keys. Text can be 
defaulted to brief or verbose, and 
the command AGAIN repeats the 
last input. 

Gnome Ranger is a very profes- 
sional, highly interactive adven- 
ture. The pretty pictures add to the 
already adequate ambience 
created by the text, and the parser 




jobs for Ingrid while she concen- 
trates on the more important 
tasks, and they even report back to 
her when the job is finished! 

The adventure comes in three 
parts, each of which is completed 
before the player proceeds to the 
following section. Positions can be 
loaded or saved to or from tape, 
disk or RAM, and the very useful 
OOPS command can be used to 
take back a move should it prove 

fatal 

The graphics may be dispensed 
with entirety, or raised bit by bit 



is intelligent enough to deal with 
most inputs. The only grudge, and 
there had to be one. is the game s 
slowness, but even this does not 
detract from the payability* I 
would like tu welcome Level 9 
back to the top three In my adven- 
ture writers chart . , . and let's 
hear it for the price! 

ATMOSPHERE 89% 

INTERACTION 82% 

CHALLENGE 86% 

OVERALL 87% 



ZODIAC/THE 

SEARCH FOR 
THE SECRET 
OF LIFE 

Incentive Double Pack, £7.95 cassette 



he secrci of life 
(apart from 
being a number) 
is apparently 
kept in a far off 
land, the where- 
abouts of which 
lies within the 
walls of two dif- 
ferent houses. The player has been 
given the address of one of these 
buildings by a kindly benefactor, 
and in no lime finds himself amid 
us walls, exploring like mad. 

The first problem is to find an 
exit. However, this is not enough 
- a password is also required to 




guarantee passage to the next 
house, and indeed the second pan 
of the adventure. 

At the siart, a brown and yellow 
picture is presented, supposedly 
depicting a corridor However, my 
first perceptions were proved 
incorrect by ihe texi beneath this 
graphic illustration which read. 
'You arc at the southern end of the 
hall To your south and east there 
are doors . It was at this point that 
my heart sank and I buried my 
head in my hands , , , 

A little while later I attempted to 
face the screen again and decided 
to give this new adventure from 
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adventure 



ttKC&fiVt ihc old once over, it 
surely couldn't gel any worse. 

I wenl south and was told (in 
yellow) that I was in the cloak* 
room. SEARCH CLOAKROOM 
says I; 'You canV is the response* 
I try LEAVE CLOAKROOM: 'You 
can't' il says again. HELP says I: 
'You can't' says it! Remaining 
totally calm I input N 10 escape 
this less than friendly location* 
Exploring the house revealed 
many more juicy descriptions such 
as: 'You arc on a (light of stairs'. 
"You are in a Hall' and 'You are on 
the landing facing east'* The 
atmosphere created by this prose 
is nil 

One particular location almost 
caused mc to destroy my Commo- 
dore with a quick zap from my 
blaster: the empty panel-walled 
bedroom. I tried EXAMINEing the 



Barcnola, which slate that Ramus' 
weakness lies is in the stars. 
Judarez, the wise man of the tribe, 
has studied these scriptures and 
knows exactly how to destroy the 
wizard. However* he is now old 
and trail and certainly not up to 
the fight. This is where the player 
comes in. 

The mission is to find the twelve 
signs of the zodiac and return with 
them to the encampment so thai 
Judarez may utilise them and rid 
the tribe of this evil threat. The 
quest begins with the piayeronthc 
open road. Again, sparse descrip- 
tions are used, but at least the 
parser database is belter. 'HELP' is 
recognised (even if the reply is of 
no great assistance) ana the 
EXAMINE command is well 
catered for. The annoying 'sudden 
death' syndrome is present, and 





Vou *rt on m scorched plain Th* 
only living Things visiblt *rm dr *»tt 

SP Plants and dtssicited ueg+taTton. 
kits :■■ ..i North , South and Cast . 
hat now * 



walls. SEARCHing the bedroom. 
OPENing the walls. OPENing the 
panels and even KICKing them, to 
no avail Of course, the answer 
seems obvious now: PUSH the 
panels, but to fully appreciate the 
frustration of having to deal with a 
pathetic parser you had to be 
there. Oh, by the way - PUSHing 
the panels is a task which can be 
repeated over and over again, 
regardless of whether the secret 
door has opened or not* 

I persevered and gained access 
to pan two. which was no better 
and no worse. I don't understand 
games of this type which, for 
example, displays You are in a 
secret room known as a priesi 
hole. There are footprints in the 
dust/ when the parser doesn't 
understand footprints (or even 
prints). The excuse that it creates 
atmosphere just doesn't wash, il 
only adds to the frustration. 

This adventure comes in three 
pans: The House, The Eighth Sea 
and The Secret, all of which are 
basic to say the least. For me. the 
secret of life is certainly not plod- 
ding my way through a dreary 
game trying to guess which verbs 
and nouns the author has man- 
aged to include in the database. 

Zodiac. Is better. The story tells 
of Ramus, an evil Wizard who is 
intent on destroying you and your 
ancient tribe of warriors. He must 
be stopped of course, but the only 
clue is written in the Scriptures of 
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frequent saving is recommended 
to avoid such abrupt endings as 
sinking in the swamp due to a lack 
of welfies being worn. 

A number of the problems 
require a little brainstorming, A 
scorpion lurks on the desert plain 
but there is no warning of it being 
there. However, once the player 
has died a few times from the crea- 
ture's sting it may dawn on him to 
carry an antidote when entering 
these sandy wastes. While on the 
subject of obscurity, those who can 
get rid of the Giant without any 
help should put a feather in their 
cap. 

The pictures which appear to 
accompany every location are not 
very good and, I feel a corny 
phrase coming on. the memory 
used on the graphics could have 
been belter spent enhancing the 
text. Accepting the fact that Zodiac 
was written using the GAC, and 
comparing it to The Secret of Lite. 
what we have here is an acceptable 
little adventure which should keep 
a player quietly amused for some 
lime. 

As a package, this latest offering 
from Incentive seems to represent 
reasonable value for money. 
Unfortunately, the actual games 
themselves are decidedly unin- 
spiring. A price of £7.95 may 
appear fair to pay for four adven- 
tures, but I feel that the depth and 
content is so disappointing that 
this is not the case. 



ZODIAC 




THE SECRET OF LIFE 




ATMOSPHERE 


38% 


ATMOSPHERE 


22% 


INTERACTION 


47% 


INTERACTION 


32% 


CHALLENGE 


45% 


CHALLENGE 


38% 


OVERALL 


46% 


OVERALL 


29% 



For ihose of you lesser beings whoarc apparently troubled 
by insignificant problems such as how to pass the Balrog. 
or where 10 find the sword, fear not, I shall guide you. 
Walk with me now through the . . . 




CASTLE OF TERROR (Melbourne House): Give the old man a pint 
and use the ladder rung 10 wedge lhai wheel. 

CASTLE BLACKSTAR (C.D.S.): The Hydra may he hungry bui feed h 
from a distance. 

DRACULA PART II (CRL): Wail until you see Dracula leave before 
entering his room. 

FRANKENSTEIN PART III (CRL): Squash the remaining fnill into 
segments to feed to the lion. 

GUILD OF THIEVES (Rainblrd/Magnetlc Scrolls): The lamp is in 
your sack. Those bars arc not what they seem. 

HOLLYWOOD HI JINX (Infocom): Access to the house is poetic 
justice. 

INFIDEL (Infocom): The statue to the north of the alter is the same 
weight as you. 

KNIGHT ORC (Rainbtrd/Level Nine): Give the scale to the dragon, 
then get him to dispose ol the humans. You may 'hen get his smoke. 
LEATHER GODDESSES (Infocom): KThorbast drops his sword, give 
it hack to hi m. 

PLANETFALL (Infocom): Search Floyd for the lower elevator pass. 
Use the ladder from storage to bridge the rift. 



H O Pi 



SHADOWS OF MORDOR (Melbourne House); Written permission 
is required to get past the Ore checkpoint. 



SEABASE DELTA (Firebird): Drop the pill on the mat to prevent it 
bouncing away. 

THE LURKING HORROR (Infocom) The elixir is a handy problem, 
WINTER WONDERLAND (Incentive): Cleaning fluid and ice don't 
mix. 

WISHBRINGER (Infocom): Branching out may help Tasmania. 



EXAMINE ALL 



Zapping aniuml all live dimensions conquering evil really lakes 11 
nui ol a guy. So much so thai relative lime has taught me with my 
diamonds down, and as a consequent e Ihe letter section b a Mule 
shnrt this month My ap<*li>gies F I proiruselhai even il I haveUihend 
i he tiniest ale a loui ;h in I he next lour weeks. I will see mnreol your 

communinUons} 

Matthew Vallender writes with a plea lor help with «i game 
called Wfr-ifcrrv and would like to know how he may obtain KXIW 
money from Belly I haven't heard ol this adventure, hut il anyone 
OUI "here lias, you may contact Matihew on |07I7S» ssnn ui .1 
reasonable hour) By the way, thanks lor your clues on ThvOuthl 
of Thieves, and yes, I have heard ol What Now\ that very good 
adventure dossier which I read whenever the hoys remember It * 
send me a topy* 

Peter Waterfall has written mine to plead lor help in V-Mmm' 
Awhih He would spenlttally like 10 know how 10 pass the Blatk 
Guardian and gel the casket lmm the Crystal Tower (051) MM* 72 M 
will reach Peter should you he able in help 

Ci f Vuungoi Edgeware, Middlesex recently wrote tointorrnine 

about ol she Gink. This, apparently, is one ol those MUD/ 
SHADES clones which tan be accessed in the same way at a COM of 



plus VAT per quarter. MS run by Tiger Tiger and Mi Young 
1 who's apparently a monk) and hotn are very pleased with the 
game. He has even given me the number to Logon: 01 994 VI \9< 
Richard Herod ol Roy ton. Oldham has written 111 10 complain 
about the cost ol Infocom games. He argues that as blank disks are 
so cheap (some as little as t I'Hor 2S with a free Not i. [flfocOHl, who 
mutt buy them in bulk, should be able to* hargeless. Unfortunately 
Kit hard, if you were to load up one of Ihese blank disks I think you 
may tind il a Hole more boring than playing an Infntnrn adventure. 
You see, it's not so much the disk you're paying lor but all ihe hard 
work* writing, programming, playtesting anil soon which goes into 
Ihe game l m sure that if you look around you will come across 
dealers who will provide these games tor much less than the L Ml you 
have previously paid. As for my lop ten Inlocom games, Kit hard J Tl 
tell you my lap three Ztnk III, S torrrmt ami Sorcerer, not 
necessarily in thai order. 

And th.it brings 1 he second RX AMINE AU Ioaclose.ll yuci wish 
to appear amid ihese hallowed pages, take some timeout and write 
to me ll ihis address THE HARLEQUIN. EXAMINE ALL, PO 
BOX 10, LUDLOW, SHROPSHIRE SYS IDB 



SOLUT „ 

ONE, 

[ (PARTTWO) 

KAYLETH 

US GOLD/ ADVENTURESOFT 

Judging from the letter which came Hooding in concerning 
this section, <merd Patrick) there appears to be a little 
confusion about how it works. Allow me to make things a 
little more clear. Last month'sartlcle was only the first part 
of the solution. 1 shall in fact be taking you through the 
whole of the adventure to the very climax. So for those of 
you who may have thought I had left you dangling, so to 
speak, read on... 



Remove all cartridges and try 
again. Yagmok tells you that he 
may have the key to your 
problem, and then continues his 
message in advanced speech. 
Don't panic. If you can't 
understand what he telts you. 



key he promised earlier and 
wear it with pride. Norihol here 
is a cryogenic store room where 
suspended Zyroneonsare kept. 
There is also a small silver 
pyramid which must be added 10 
your Inventory, 



il m 



Last month 1 leh you 
experimenting with the three 
Azap codes we had learned, 
ROO.DHTand ELY. Transport in 

the latter chamber so thai we 
may continue. Going up (rom 
here takes you to a corridor near 
the entrance to an elevator 
where we find a Pyxis. Upon 
examination you are lold thai 
the Pyxis is a small box which 
can be opened (I recommend a 
RAM SAVE here ). Obviously 
curiosity rules, and out pops a 
pair of lenses which expand on 
contact with the air so that they 
no longer fit into the box! 'RAM 
LOAD 1 and you are back with a 
closed box plus the knowledge of 
what it contains. West is the 
Zyron selection centre where, if 



you EXAMINE the sleepers, you 
discover that they are labelled 
Rejects for DX*. To the south ol 
here is an AZK) Chamber which 
displays a 'DX 1 logo which, as 
learned from the sleepers, 
signifies a reject! However, try it 
for yourself if you don't believe 
me. 

II you're still alive, go back to 
the elevator, enter it and look at 
the panel. The available floors 
are marked G, Mi and M2, 
obviously the one Hashing (Ml ) 
is where you arc now. Press M2 
and leave the elevator to enter a 
laboratory where Yagmok 
resides. Try talking to the old 
man. If he ignores you, it may 
have something to do with 
what's on {or in) your mind. 



Vi>u si r 4 m m I aboi * 1 t*i v+ f|#af* lh# 

f.i*it* M*»iK tiftfl » urn* r ***** » i 1 

Vv*U t MUU fit U«* * t Hi* I t li 

* riei nr 

* QUI 

Pl***«* 4« V v»* V*>*tf • vrifc 
> 4 1 not 



scribble it down and think about 
the fact that he called it 
advanced, Perhaps he means 
substituting each teller with the 
following one in the alphabet, 
that is changing S to Tand K to L 
Try it, or if you're feeling very 
lazy Just read the next 
sentence.' Skim the sea. Find the 
coat. Ride the ring, Then down 
the throat/ This obviously 
doesn't mean very much at the 
moment, but it will Before you 
leave the lab ask Yagmok lor t he 



Moving south and west takes 
you to the mind facsimile section 
in which a dome containing a 
body-shaped indentation sits. 
You can do nothing with this yet 
(unless you're tired of living), 
but remember il for later on in 
the adventure. 

Now go back into the elevator 
and press G, ihis takes you to the 
planet surface where, next 
month, we shall lace many 
dangers together - so wear your 
khaki trousers. 
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Clever Contacts 

David Sutherlandhas requested thai his name be with- 
drawn from these hallowed pages, consider it done Dave, 
goodbye and good luck. 

As you will notice the column is getting larger every 
month although one or two of you may wonder why your 
particular adventuring conquests have not appeared 
lately. The reason is one of administration, or rather the 
lack of it. However, do not despair, if you would still like 
to re-enter the Clever Contacts then simply write to me 
with the relevant information and I shall endevour to 
ensure your inclusion in future issues. 

Once again I will ask that a little consideration be used 
when obtaining help from these adventurous people. If I 
hear of contacts being phoned in the dead of night then 
woe betide the usurpers for they shall be answerable to 
The Harlequin. 



Adventureland, Adventure Quest. 
Arrow of Death I & II, Ballyhoo, 
Blade or Blackpool?, Borrowed 
Time. Buckaroo Banzai. Castle of 
Terror, Circus. Colditz. Crystals of 
Cams, Cutthroats, Dallas Quest, 
Dungeon Adventure. Emerald 
Isle, Empire of Karn, Enchanter. 
Erik the Viking. Escape from Pul- 
sar 7. Espionage Island, Eye of 
Bain. Feasibility Experiment. 
Forest at the Worlds End, Ghost 
Town. Golden Voyage. Gremlins. 
Gruds in Space. Hampstead, 
Heroes of Karn, Infidel, Invincible 
Island, Kayleih, Kentilla. Leather 
Goddesses. LordsofTime. Lucifers 
Realm. Magicians Ball. Magic 
Stone. Mask ol the Sun, 
Mindshadow, Mission Asteroid. 
Moonmisl. Mordon's Quest. Mys- 
tery Funhouse, Mystery of Mun- 
roe Manor, Nlnja. Perseus and 
Andromeda. Pharaohs Tomb. 
Pirate Adventure, Ptanetfall, 
Pyramid of Doom, Rebel Planet. 
Red Moon. Return to Eden, Ring 
of Power. Robin of Sherwood, 
Savage Island I, Secret Mission, 
Ship ol Doom. Sorceror, Sorceror 
of Claymorgue Castle. Souls of 
Darkon. Spcllbreaker. Spiderman. 
Strange Odyssey, Tass Times, Ten 
Little Indians. The Count, Golden 
Baton. Hobbil, The Institute. 
Jewels of Babylon. The Journey. 
Never Ending Story. Pawn, Time 
Machine. Wizard and Princess. 
Quest ol Merravld, Tower of 
Despair. Tracer Sanction. Twin 
Kingdom Valley. Ultima I, III & IV. 
Urban Upstart, Ulysses and the 
Golden Fleece. Valkyrie 17, Vcl- 
nors Lair, Voodoo Castle. War- 
lords. Waxworks, Winter Won- 
derland. Wishbringcr. Witches 
Cauldron, Wizard Akyrz. Wrath of 
Magra, Zork I. II & III, iim . . . 
Bob Shepherd, 106, Highfield 
Street, Coalville. Leicester- 
shire. 



The Hobbit. Seabase Delta, Ken- 
tilla, Zzzzz. Spytrck. Robo City, 
Imagination, Demon Knight, 
Koboyashu Nam, Tower of 
Despair. Time Tunnel, Citadel of 
Chaos, Eureka (parts 1 and 2), 
Paul Hardy, 33 Fir Tree drive, 
Wales, Sheffield S31 8LZ. 
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Heroes of Karn. Bored ol the 
Rings, Gremlins. Voodoo Castle, 
Zim Zala Bim. Mugsys Revenge, 
Tropical Adventure, Dracula, Holy 
Grail. The Pawn. Return to Oz, 
Masters of the Universe, Robin of 
Sherwood. Fourth Protocol, Price 
of Maglk. 

Christophe Brassan, 67 rue de 
I'Abbe Lemire, 59200 TOUR- 
COING. France. 

Sherlock, Gremlins. Hulk. Spider- 
man, Fourth Protocol. Dallas 
Quest, Tcrrormolinos, Hobbit, 
Castle of Terror Parlapas Arts. 1 8 
Pyrsinella Sir 453 32, loannina. 
Greece Pawn. Tass Times. Bor- 
rowed Time, Tracer Sanction. 
Mindshadow. Slarcross, 
Wishbringer, Scastalker, Bal- 
lyhoo. Enchanter. Sorceror, 
Spellbreaker, Leather Goddesses, 
Hitchhikers, Hulk. Spiderman, 
Fantastic Four, Gremlins, Red 
Moon, Sorcerer of Claymorgue 
Castle, Worm in Paradise. Dun- 
geon Adventure, Colossal Adven- 
ture. Return to Eden, Ultima III, 
Ultima IV, Nine Princes in Amber. 
Pilgrim. Perseus and Andromeda. 
Guy Thomas, 17 Borstal Hill, 
Whltstable, Kent CT5 4NA. 
Tel: 0227 274846 ( 10 am to 
8 pm ONLY) 

Tower of Despair, Dracula, Adven- 
tureland, Zim Zala Bim. Castle of 
Terror. Time Tunnel, Eureka. 
John Paterson, 8 Bracadale 
Road, Balllleston, Glasgow 
G69 

Tel: 041 771 7729 

Mordons Quest. Spiderman. 
Hacker 

Nigel 'Nemesis* Richardson 
Tel: 01 360 8325 

Zork L II & III. Adventureland, 
Dangermousc in BFC, Earth- 
bound, The Helm. Marie Celeste, 
Temple of Terror, Valkyrie 17. 
Temple of Vran, Mask of the Sun, 
Lords olTimc, Dallas Quest. 
Infidel, Mystery Munroc Manor, 
Gremlins, Supergran. Ptanetfall, 
Ulysses, Blade of Blackpoole, Seas- 
talker. HitchHikers, Ultima III. 
Search for King Solomons Mines. 
Skull Island, Murder on the 



Walcrfront. Suspended, Cutth- 
roats. Sorcerer. Enchanter. Nlnja. 
Stranded. Hulk, Mindshadow. 
Lord of the Rings, Starcross. Sub- 
Sunk. Worm in Paradise. 
Hampstead, Classic Adventure. 
Colossal Cave. Tcrrormolinos, 
Robin of Sherwood, Sherlock, 
Claymorgue Castle, Emerald Isle, 
Wizard of Akyrz. Return 10 Eden, 
Red Moon, Never-ending Story. 
Escape From Pulsar 7, Perseus and 
Andromeda, Golden Baton, Bored 
of the Rings, Empire of Karn. Ket 
3. Feasibility Experiment, Lucifers 
Realm. Pilgrim, Secret Mission. 
Treasure Island. Wishbringcr. Cir- 
cus. Arrow of Death I &2. Ten Lit- 
tle Indians, Ring of Power. Quest 
for Holy Grail. Kentilla. 
Margol Stuckey, 14 Marampo 
St, Marayong, NSW 2148, 
Australia. 

Hulk. Spiderman, Voodoo Castle, 
Hobbit, Pirate Adventure. Merry 
Christmas. Robin of Sherwood, 
Price of Magik, Lord of the Rings. 
Nigel Leather. 45 Morelon 
Street, Winnington, North- 
wich, Cheshire CW8 4DH. Tel: 
0606 781028 

The Golden Baton, Worm in 
Paradise, Hobbit, Fourth Protocol 
(Pi 3only». 

Andrew Blackman, 133 Ashen 
Drive, Dartford, Kent DA I 
3LY. Tel: 0322 76887 5.30- 
8.30pm 

Dungeon Adventure. Lord of the 
Rings. Quest for the Holy Grail. 
Hampstead, Lords of Time, Inca 
Curse, Espionage Island. Planet ol 
Death 

David Lemon, 14 Norton Place, 
Dunfermline, Fife KYI 1 4RH 
Tel: 0383 728353 after 6pm 
Mon-Fri 

Leather Goddesses ol Phobos. Zork 
III, Terrormollnos, Never Ending 
Story, Heroes of Karn. Mission 1, 
Gremlins, Robin of Sherwood 
Ron McKenzie, 3 Silverstream, 
Freystrop, Haverfordwest, 
DyfedSA612SN 

Adventureland. SubSunk. Heroes 
of Karn. Empire of Karn, Munroe 
Manor, Hacker. Classic Adven- 
ture, All early Infocorn titles . . . 
Chris Fleming, 235 Meola 
Road. Pt Chev, Auckland, N 
Zealand. Tel: 867074 

Voodoo Castle, Heroes ol Karn. 
Pirate Adventure, Ten Little 
Indians, Hobbit. Lost City. Grem- 
lins, Wizard ol Akyrz. Quest for the 
Holy Grail. Zim Sala bim. Island 
Adventure. Castle Dracula. 
Paul Flanagan, 6 Corry, Bel- 
leek, Co Fermanagh, N Ireland. 
Tel: 036565 594 

Upper Gumtree, Bugsy Malonc, 
Never Ending Story. 
Craig Hunter, 32 Lowick Close, 
Elmlree Farm, Stockton on 
Tees, Cleveland TS19 0TJ. Tel: 

0642 587789 {between 4pm and 
10pm) 

The Hobbit, Erik the Viking. Castle , 
of Terror. Eureka, Voodoo Castle. 



The Count. Heroes ol Karn, 
Empire of Karn. Zork I. Zork 111, 
Exodus, Ultima III, The Boggil, 
Lords of Time. Never ending story. 
The Hulk, Temple ol Terror. 
Ultima IV. Seabase Delta, Kentilla, 
Valkyrie 17, Sherlock. The fourth 
protocol. The Helm. Wizard of 
Akyrz. Perseus and Andromeda. 
Lord ol the rings (part I », Emerald 
Isle. Quest for the Holy Grail, 
Hacker, Colossal Cave. 
Steven Kelly, 4 South View, 
Whins Lane, Simonstone, 
Burnley, Lanes BB12 7QU. Tel: 
0282 74765 (between 6pm and 
10 pm) 



Hiiih-hikersGuidcZorkl.Zorkll. 
Planetfall. Leather Goddesses, 
Cutthroats. 

Dave Rogers, 15 Elm Terrace, 
Westficld, Radstock, Bath, 
Avon BA3 3XP. 



Amazon, Borrowed Time. Castle 
of Terror, Castle Adventure. Com- 
puter Adventure, Dracula pan 1, 
Grand Larceny, Haunted House, 
Himalayan Adventure. Labyrinth, 
Mad Mummy. Mindshadow, 
Murder on the Waterfront, Never 
endingstory, Ninja, Raka-cua Vol- 
cano, Scroll of Akhbar. Seabase 
Delta, Stiver Mountain, Subsunk, 
The Boggil, The Dallas quest. The 
Hobbil, Ultima IV. Voodoo Castle, 
Zork I. Zork II. Zork III, Zzzz. 
Mario Moeller, 38 Greenvale 
Drive, Greenvale, 3047, Vic. 
Australia. 

Ultima IV. The Bard's Tale, Voo- 
doo Castle, Phantasic I, Never 
Ending Story, Dracula, The Prince 
of Magic, Borrowed Time, The 
Pawn. Seabase Delta, Deadline, 
Zork III, Wishbringer. 
Derek Wong. 42 Ingram Road, 
Thornton Heath, Surrey. CR4 
8EB. 

Hitchhikers Guide. The Hobbit, 
Lord of the Rings, The Shadows of 
Mordor. 

Warren Lee Melia, I Thornhlll 
Avenue, Rishton. Blackburn, 
Lanes, BB1 4EZ. 

Castle of Terror. The Hobbit, The 
Hulk. Mindshadow. Holy Grail, 
Redhawk. Snowball. Subsunk. 
Twin Kingdom Valley. Voodoo 
Castle. 

Jeff Gillan, 50 Tynedale Cres- 
cent, Penshaw, Houghton-Le- 
Spring, Tyne and Wear, DH4 
7RP. 

Starcross. Suspended, Suspect. 
Leather Goddesses, Zork I, Zork II. 
Zork 111, Deadline, Planetfall, 
Infidel. Cutthroats, Ballyhoo. 
Lurking Horror. Seastalkcr. 
Beuracracy, Trinity, Moonmisl. 
Hollywood Hijinx. Hitchhikers 
Guide. Wishbringer. Sorcerer. 
Spellbreaker, Enchanter, The 
Pawn, Ultima I. Ultima III, Ultima 
IV. Sherlock, Gremlins, The Hulk. 
Tcrrormolinos. The Fourth Pro- 
tocol, The Hobbil. 
Billy Kavanagh,49DrakeHall, 
Westhoughton, Bolton, BL5 
2RA. 
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W GREEDY 

Activision '$ big game of Christmas cheer is likely 
to be Predator, based on the gory new Arnold 
Schwarzenegger movie. But before the game 
arrives, how about a look at the film? Curtis 
Hutchinson previewed the action and spoke to 
the man of pumped iron himself. 

PREDATOR - THE MOVIE 



ARNOLD'S back in action 
and doing what he does 
i best, as he battles against 
insurmountable odds (n a movie 
that starts out looking like yet 
another routine invading alien yarn 
but ends up, by way of some 
unexpected twists and turns, as a 
mythological morality tale with 
good and evil battling it out in a 
climactic duel to death. 

It all begins innocently enough 
when a voyaging space shtp 
shoots across the screen 
depositing an earlhbound shuttle. 
No explanations are given. Cut to 
military briefing, where Major 
Dutch Schaefer is being handed 
his next assignment: a daring 
cover mission to rescue a senator 
and a group of 'military advisors' 
being held by guerillas In a jungle 
hideaway somewhere in Latin 
America, 

Schaefer and his crack force are 
dropped into the combat zone, 
where they locate and destroy 
their target, only to find that the 
men they were sent to rescue have 
been killed in a particularly 
gruesome manner. 

Gradually, the two apparently 
unconnected strands begin to 
intertwine as Schaefer and 
company attempt to make their 
way to the pick-up point- One by 
one his men are killed by an 
* invisible - alien hunter which 
strikes with inhuman ferocity. 

With Predator, Arnold 
Schwarzenegger is treading 
familiar ground. The movie, with its 
hoKem-up battle sequences, 
smart -ass one liners and 
superhuman central character 
could quite easily have been 
Commando IL The parallels are 
very close indeed and It's difficult 
to imagine Colonel John Matrix 
reaching a different denotement 
than Major Dutch Schaefer, 



1 1 play a character who is always 
in control of the situation/ says 
Arnie, 'but all of a sudden, this 
unknown comes in; something my 
character has never dealt with in 
his life - then it becomes scary, 
and I become vulnerable/ 



WARRIOR CODE 

I've always wanted to do a film 
like The Magnificent Seven or The 
Wild Bunch, * Arnie continues. 
'What I liked most about Predator 
was the chance to play a character 
who was part of a team - a 
commander surrounded by men 
who were equally powerful, 
equally well trained. It's much 
more realistic to have a group of 
guys working logether than to rely 
entirely on yourself. 

l ll took me back to my 
bodybuilding days, where you 
work with a bunch of guys and a 
certain camaraderie develops. In 
this story, there are moments 
when we are very tough, but at the 
same time there are deep 
emotions that show when your 
buddies are getting killed around 
you.' 

Despite Amie's good intentions, 
the film Is not about team work, 
but the instinctive warrior code 
shared by a professional killer and 
a visiting alien. 

Much of Predator's intensity Is 
down to John McTieman's taught 
direction. Td always dreamed of 
doing an old-fashioned Saturday 
afternoon adventure picture/ he 
explains, 'and Predator was 
clearly designed to be pure 
entertainment in a style I love, 
which Is suspense. It also 
combined elements you rarely find 
together - a classic hero story and 
a horror story, like the Norse myths 
where heroes battle against 




IRON IN THE SOUL - 
THE FILMS OF ARNOLD 
SCHWARZENEGGER 

ARNOLD SCHWARZENEGGER'S film career began In 1975 wilh 
Pumping Iron, a documentary about the training and competition lor 
the Mr Olympta contest. His subsequent telovrsion appearances as 
the reigning Mr Olympia brought him to the attention of Lucille Ball 
who cast the young hopeful in her TV movie. Happy Anniversary And 
Goodbye. This was followed by a succession of inconsequential 
supporting roles before John Mihus picked him lor ihe load in Conan 
The Barbarian - Ihe surprise hit of 1 982. 

Arnie was later to revive the melancholic wanderer tor Conan The 
Destroyer, and Ihen confounded the critics with his extraordinary 
performance as the robotic killer in James Cameron's 77w 
Terminator. The popularity of this film led America's influential 
National Association Of Theatre Owners lo crown Arnie the 
international slar of 1985, while iho film went on lo become the lop 
grossing rnovio of the year. 

The Terminator was inexplicably lollowed by a supporting role in 
Iho Bngilte Nielsen turkey Red Son/a. Fortunately this near disaster 
and Iho equally ill-advised Raw Deal (which cast a fully drossed and 
distinctively uncomfortable- looking Schwarzenegger in the unlikely 
guise of an ex-FBI agenl who infiltrates tho mob) were both 
overshadowed by Commando, regarded by most Arnie aficionados 
as his best movie to date. (Until they gel to see Predator, that is). 

The commercial success of the Conan movies along wilh The 
Terminator. Commando, and Predator (which has already been n 
massive hit in the slates) confirm that Arnie has made the action/ 
adventure genre his own. Keep your shirl oft Arnie 1 



FILMOGRAPHY 

Pumping Iron (1975) 
Happy Anniversary and 
Goodbye (TV, 1975) 
Stay Hungry (1975) 
The Jayno Mansfield Slory 
(TV, 1979) 

Conan Ihe Barbarian (1982) 



Conan Iho destroyer (1984) 
Tho Terminator (1985) 
Rod Sori|a(1985) 
Commando (1986) 
Raw deal (1987) 
Predator (1987) 



supernatural beings. It reminded 
me of the old war movies and 
comic books with men who were 
larger than Irfe - and Arnold 
Schwarzenegger is one ot the very 
lew people in the world who have 
that quality/ 

JUNGLE SKILLS 

Like so many films being made 
today - most notably Platoon, 
Hamburger Hill and Full Metal 
Jacket - the leading actors in 
Predator were assembled tor 
military style training before 
shooting commenced. 

Schwarzenegger describes the 
vigorous regime: 'We had done 
about a month and a hall ot 
physical training in the gym in Los 
Angeles beforehand. In Mexico 
we d get up at 6 am (or breakfast 
and then run four or five miles to 
get into condition. 

'After that we worked five or six 
hours in the Jungle on skills training 
- everything from climbing trees 
to grappling down ropes to 
handling the weaponry. We had to 
team how to move silently through 
the jungle and communicate with 
hand signals and deploy for 
specific manoeuvres. By that time 
we were exhausted. Then we went 
back to the weight room in the 
hotel and trained for two hours, at 
which time the director would call 
us and say, 'Okay, now we 
rehearse'.' 

ALIEN COMPUTER 

Because of the film's diverse 
elements which combine relatively 
straightforward action and stunt 
work with the latest in computer 
generated graphics and optical 
effects. the filming and 
subsequent editing of Predator 
were something of a logistical 
achievement. 

The production crew was split 
into three autonomous units. 
Director John McTiernan guided 
the main narrative flow while a 
second unit, led by A Team 
veteran Craig Baxley. handled the 
stuntwork and explosions. 

Meanwhile, the special visual 



effects unit, supervised by Joel 
Hynek, with its hermetically sealed 
computer trucks and delicate 
camera equipment filmed the 
extraordinary visual effects which 
serve as the predator's infrared 
perception of the world. In the 
finished film human figures are not 
seen by the predator as flesh and 
bone but as masses of hot tissues 
which glow like beacons in a world 
of darkness. 

What makes the predator 
virtually invincible is a cloaking 
device which renders the alien 
virtually invisible against the jungle 
backdrop. This unusual blurring 
effect, created by animators in 
post production, is used to great 
effect as a teaser in the early 
confrontation scenes. The 
suspense builds in much the same 
way as the original Jaws, where 
you don't actually glimpse the 
beast until well into the second half 
ot the movie. Unlike Jaws though, 
the uncloaking of the Predator Is 
not a disappointment. The 
creature effects unit must have put 
in a lot of overtime to come up with 
this particular state of the art 
monster. 

SPIRITED 

With so many elements lifted from 
other films. Predator is by no 
means an original movie. The 
sungie survival aspect was 
explored in Deliverance and 
Southern Comfort, the action Is 
pure Rambo or Commando, and 
the relationship between man and 
alien strays into areas covered by 
Enemy Mine. Despite all that, 
Predator is a likeable film. The 
suspense is brilliantly timed and 
executed and Schwarzenegger 
gives another spirited 
performance in a movie tailor- 
made tor his physical assets. 

The real star of the show, 
though, has to be the diverse 
visual effects that bring to life the 
gruesome predator, but you'll 
have to waH until January to find 
out exactly what they are. Until 
then you'll |ust have to content 
yourself with playing Amte In 
Electric Dreams's thrilling 
computer game. 







PREDATOR - 
THE GAME 



QUICK to recognise a 
blockbuster when they see one 
one, Activtsion secured the 
rights to the 20th Century Fox 
lilm long before the first screen 
shots had oven been seen in 
Britain. 

Duo tor | coincidental release 
with the movie, I he 64 version 
will feature a horizontally 
scrolling parallax display, with a 
very detailed and smoothly 
animated Major Dutch Schaefei 
running across it. Activision have 
used Hugh Riley, of The Last 
Ntnja lame, to design the 
graphics and have used 'literally 
hundreds' ol sprite frames. 

Tim Best, the game's 
designer, claims that it closely 
follows the plot of the film, bemq 
developed from scratch using 
scnpts and storyboards Irom the 



movie. In the same way as the 
film keeps the alien hidden until 
close to the end. so the 
suspense is built up in the 
computer game, by occasionally 
showing the alien s laser target 
homing in on the player's 
character. 

Initial gameplay is based 
around Arnie's attempts to 
eradicate an onslaught ot 
guerillas, using his many 
weapons and quite considerable 
abilities. It is necessary lo collect 
uselul objects throughout the 
game, including the four types of 
machine-gun featured in the film, 
which are essential to 
successfully despatch the 
attacking lorce. 

At the climax ot Ihe game. Tim 
Host cryptically advises you lo 
* lind alternative weaponry 1 to kill 
I he alien. As its demise is based 
on the alien's cinematographic 
destruction, Ihe biggest playing 
tip must therefore be to go and 
see the film! 
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Beyond the farthest 
reaches of the 
Galaxy... 









PALACE SOFTWARE 
AVAILABLE FOR THE COMMODORE 64 

Available from all good computer game stockists, or by mail order from: Palace Software. 275 Pentonville Road. London Nl 9NL. 
Send cheque or postal order for £8.99 (cassette) or £12-99 (disc) plus SOp PfiP. Access and Barclaycard holders telephone 01-27* 0751. 



WHA T'S 




bbitain s brightest commodore monthlyi ZZAP! 64 December 



RETURN TO 



SENDE 



Phoenix Lid have 
recently released Ihc 
*Video$endcr\ a compact unit 
that is plugged into a VCR t $atellite 
TV receiver or computer, and 
transmits the signal to a TV set 
without the .need for a separate 
cable. Attached to a M, it enables 
the user to place The computer any- 
where in the same room (or even a 
separate room) without being tied 
to ihc short FM lead. The unit is 
quite powerful, and is capable of 
sending a signal lo several televis- 




ions around the house, raiher like 
a mini transmitting station! 

The Vidcosender. which costs 
around £35, has only been availa- 
ble in Britain for a few months* A 
full review will appear in the next 
issue of ZZAP! - just in time for 
Christmas! 



ROLLING 

BLASTERS 




US Gold have managed to obtain 
the licence 10 release cottveisiom 
of the classic Atari coin-ops, Roll- 
ing Thunder and Roadhlasters. 

Rolling Thunder is a thrilling spy 
adventure where ihc player, armed 
with only a revolver and a few 
rounds of ammunition, enters Ihc 
factory lair of an evil maniac to 
rescue a kidnapped girl. Every step 
of the way is fraught with danger, 
and the maniac's many minions 
constantly attack. On later levels, 
panthers, grenade throwers. 
'Masker Blue spirits and the man- 
iac himself prove deadly foes. 

Roadblaslcrs is a furturistic rac- 
ing game where other cars are 
blasted off the road rather than 
overtaken. The player's car is 
armed with a machine gun. and 
extra weapons are flown in by 
'plane as the race progresses", 
including shields, nuclear bombs 
and 'Nitro' injection which makes 
the car accelerate to an incredible 
speed. It s a fabulous arcade gome, 
but we'll just have to wait ana see if 
the 64 version can successfully cap- 
Hire tls spirit. 



US GOLD PRICE CUT 



In the laleM move against software 
prices. US Gold have decided to 
drop all then current 6J disk soft- 
WWt (retailing at £14.99) (OJE1L99, 
which should please many disk 
drive owners. 

Richard Tidsall. Product Mar- 
keting Manager for US Gold, said 



the reason lor ihc price cut was 
• . . due to the economies of 
scale of production* which have 
been added on for the end user/ 
Basically, this means the more you 
make, (he cheaper they become. 
Let's hope other companies follow 
suit 



US VIDEO 
ACES TRUMPED 




In a tournament held during the 
PCW on September 27lh, the 
American National Video Games 
Team battled a British A team 
comprised of ZZAPI's very own 
Daniel Gilbert and Julian Rignall. 
Ian Machin of C&VG and Tony 
Morgan of Sinclair User* The US 
team have never been beaten in a 
tournament and were hot favour- 
ites to win the competition. 

The final was played out on 
Arcadia'* new Rockford arcade 
machine, with each player having 
five minutes to clock up the highest 
score. At the end of the competi- 
tion, the team with the highest 
combined score was to be declared 
the winner. 



Both Julian and Don played 
extremely well, each scoring over 
22.001) points, with Ian and Tony 
managing 14,000 and 12.000 
respectively. The combined UK 
score smashed the Americans', and 
the British team was declared the 
winner! However, American Donn 
Neuart was awarded the accolade 
of 'International Player of the 
Year' for attaining the contest's top 
score, with Dan coming second, 
and Julian a close third, 

A return match has already been 
planned, and the 'A* team will be 
flying out to Las Vegas in January 
to battle it out at the CES show, the 
American equivalent of the PCW, 
See you thcrcF 




m 

YES 

PRIME MINISTER 

You're the Rt. Hon James Hacker MP, Prime 
Minister You have the world at your feet, the future 

ahead of you, and Sir Humphrey and Bernard 
behind you. Can you carry the Party, the Electorate, 
the Can and the Day? 

Maybe. But for five days....? 

Britain's premier computer game! 



Prugram by Oxford Digital Enterpriser 
Spectrum, Commodore, Am&trad and BBC 
CassetteEU 95 Disk £19 95, 
Available from W H Smith*, Boot* and 
other leading *U >■ k i - ? 

Mosaic Publishing Ltd, 

Gorley Fire, South Gorlev. Hants SPG 2PS Tel: 0425 57077 
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SHOWTIME AGAIN 



The tenth Personal Computer 
World Show proved to be yet 
another record breaker, with an 
Increased number of exhibitors 
and record- breaking attend- 
ances or 72,783 individuals-over 
80,000 with repeat visits! 

Inside the Olympla it certainly 
•earned Ilka there were more than 



that, wrth constant 'people jams* 
and the main stairs having to be 
closed because it virtually col- 
lapsed under the sheer weight of 
•agar punters! At times we won- 
dered what on Earth we were 
doing there . , . 

Believe it or not, preparations 
are already under way (or next 



year's PC IV Show, where rt Is 
expected that games will be more 
heavily emphasised than ever 
before — but for those who were 



TELECOMSOFT 
SIGNS GRAFTGOLD 

One of the most notable 



unlucky enough to miss it this 
time around, here's whet hap* 
pened , * , 



The only effect, as far as 64 
owners are concerned, is that the 
release of Morpheus could well be 
delayed for some time. We'll keep 
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Don't miss out on 
Issue Two! 



tt's packed wrth reviews - 9- 
brt, ift-brt, consoles - the lot 
There are adventures, RPGs, 



graphics and music. There i 
Mel Croucher on violence, aod 
on satellite TV. Thar* are pre- 
views galore end much much 
mora - and we've just run out 
of space ... So find out for 
yourselves. 



ON SALE 1 9 NOV — £1.25 
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► The tecrth PCW slowly begins to fill up - 



occurrences ot the show was the 
signing of a contract between 
Telecom soft (which owns 
Rainblrd and Firebird! and the 
programming team. Graftgold. 
The men in question are Steve 
Turner (author of Ranarama) and 
Andrew Braybrook {Uridlum, 
ParadfotdanO Morphev$. These 
are soon to be joined by the 
Zynaps duo of Dominic Robinson 
and John Gumming, again both 
from Hewson. 

Graftgold's Turner said 
'negotiations have been 
proceeding tor some time, and 
we're very pleased at the 
outcome. John and Dominic have 
joined us from Hewson, and this 
contract will allow us to develop 
the programming team. It won't be 
long before we're a major force in 
software development. 1 



you posted. 

StHI on the Telecomsott stand, 
future 64 releases included the 
impressive to from the Scottish 
team of Doug Hare and Bob 
Stephenson, and the conversion 
the successful Talto coin-op. 
Flying Shark 

Incidentally, an interesting point 
is that Firebird's Druid, has 
become so popular, that it's now 
being converted to the Japanese 
Nintendo system) 



OCEAN 

Ocean had a huge stand which 
was packed v Mh arcade machines 
and TV monitors, but surprisingly 
few game demos. One of those 
making an appearance was a 
brilliant 64 version of the finger- 
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► Fun-loving Mark Slrachan (left) and Dominic WhMttay (right) flank 
Jalfaiy Arohar and R2-D2 on the Domark stand 



blistering Combat School. More 
news of thai next month 1 

Ocean's catalogue of future 
presentations resembles other 
houses* available software Hst, 
and videos on the stand 
constantly ran promos for 
Madballs, the impressive looking 
Platoon, Denton Design's Where 
Time Stood Still and Flash Point 
the new film licence, Robo Cop, 
and Athena's sequel. Psycho 
Soldier, 

Also on display was Match Day 
IK which ts currently being 
programmed by Star Paws man, 
John Darnell and Bernie 
Drummond of Head Over Heels 
fame. 

The stand's Imagine section 
was busy promoting arcade 
conversions of Gryzor, Rastan and 
Victory Road, as well as original 
releases, including Freddy 
Hardest, Phantisand Navy Moves 
from Dlnamic, the people 
responsible for Army Moves and 
Game Over. 



ACT/VISION 

Acttvisjon's interests were largely 
represented In the shape of 
System 3, Electric Dreams and the 
recently recruited Intocom label. 

After Actrvtston's main platform, 
Electric Dreams was the most 
prominent with its own stand, 
complete with extremely loud 
music and manned by people 
wearing some particularly snazzy 
black silken bomber jackets 
Several arcade machines were on 
show, including Championship 
Sprint, Super Hang-On Flretrap 
and Kamov. a Ghosts 'n ' Goblins 
vanant. However, there were no 
64 versions on display . . . 

Acttvtsion Itself is releasing 
Rampage. Knightmare, Predator 
[see feature In these hallowed 
pages), Galactic Games and an 
improved version of their 
undeserved best seller, Enduro 
Racer Again, 64 versions were 
lacking, with only a barely playable 
version of Rampage for visitors to 
get to grips with. 

US GOLD 

"The enormous US Gold stand 
(complete with kitchen, offices 
and boardroom) had several coin* 
ops on display to back up their 
forthcoming conversions of 
thnar. Gauntlet II, Out Run and 

arc 

One of the more unusual 
releases was Charlie Chaplin 
which gives the player a chance to 
direct their own silent movie . Only 
a promising Atari ST version was 
on show, but apparently the 64 
version is going to be very close. 

The American software house 
Epyx, was also represented on the 
stand, but only Street Sports 
Basketball was on show for the 64, 
Atari ST Impossible Mission II had 
its debut and looks extremely 
good, and apparently a 64 version 
should be finished before next 
month. We live in hope! 

GO!. US Gold's latest label, has 
several major releases due out 
before December including 
Wizard Wan, Bravestarr and a 
game based on the Lazer Tag light 
guns, which are claimed to be the 
best-selling toy in the USI 



The new label also has the ngnts 
to three Capcom arcade games: 
Stdearms* a two-player 
Salamander-$ty\& shoot 'em up, 
Speed Rumbler, and the popular 
Bionic Commando. 

Besides its games releases, 
GO! is also distributing Mattel's 
Nintendo console m the UK - a 
sign of the software houses' 
increasing interest in non* 
software projects. 

ELECTRONIC ARTS 
AND CRL 

Destiny is a new software house 

set up by Francis Lee (formerly of 

Starlight) whose first release will 

be Titan Find, described as 'A 

tense, all-action arcade strategy 

adventure game, featuring fast. 

tast action*, 

CRL, now distributed m the UK 

by Electronic Arts, has Jack The 

Ripper (whose infamous murders 

are. by a strange coincidence, a 

century old this year), Traxxion, I- 

Alien, Vengeance, Jet Soys, 
Mandroid^xhe follow-up fo 

Cyborg t Thunder Cross and 

Lfeforce. Wow! 

Electronic Arts had plenty of 

games on display, including Skate 

or Die. Mini Putt, the very 

impressive Chuck Yeager's 

Advanced Flight Trainer and 

Pegasus, a hydrofoil simulation. 

MICROPROSE 

One erf the most impressive stands 
at the show belonged to 
Microprose, due to the 
overwhelming presence of the 
rather splendid flight simulator 
promoting Gunship. This was a 
standard Apache flight sim. 
customised to run the PC version 
of the helicopter combat 
simulator. 

All of Microprose's latest games 
were prominent, with pride of 
place going to Gunstvp. Soon-to- 
be-released games included the 
latest aircraft simulation. Project: 
Stealth Fighter, and the Innovative 
Airtxxne Hanger. 

ARIOLASOFT 

Ariolasoft's numerous labels have 
a large collection of up and 
coming titles for the 64. Magic 
Bytes have a spoof Olympic 

Cas simulation in the shape of 
rem Games, and 1 988 should 
see The Pink Panther and Tom 
and Jerry on the same label. 

Viz Design has Werewolves of 
London, which shoukJ be hairy 
affair, and Reaktor has a new 
shoot 'em up in store called Out of 
this Worid. Also in the pipeline is 
Bushido Warrior and a forced 3D 
isometric perspective puzzle 
game, Ziggurat. 

The Starlight label has but a 
single release - a graphic 
adventure based on a poem by 
Marc Pierson, called White 
Feather Cloak. 

DOMARK 

Domark 's stand was In a quiet and 
shady corner of Otympla. where 
Directors Dominic Wheatley and 
Mark Strachan lounged 
resplendent in blazers and straw 
boaters. 



Diminutive Jeffrey Archer 
graced the stand with his 
presence on Wednesday to 

Eromote the new game of his 
ook, Not A Penny More, Not A 
Penny Less. The equally short R2- 
D2 was there too. promoting Star 
Wars: The Computer Game - yes, 
at long last someone has actually 
licensed the coin-op. The Atari ST 
version looks particularly 
impressive, but whether or not the 
64 will be able to capture the 
flavour of the coin-op original Is 
another thing entirely. 

Also demonstrated on the 
Domark stand was a set of TV 
licences which are soon to appear 
on the new TV Games label, 
Including Krypton Factor, a 
revamped version of 
Blockbusters, Countdown, 
BuliseyeaiKi Treasure Hunt, 

AND THE REST 

Just when you thought old 
Pacman had retired to the country, 
Quicksilva go and give him a new 
lease of lite. Yes P Pacman's back, 
only this time be isn't going around 

SbWing dots - in Pac-Land, he's 
Iping a lost fairy get home to 
fairyland! The graphics and sound 
are certainly looking promising, 
but we'll just have to wait and see 
whether rt plays as well as the 
original. 

Argus Press Software were 
busy previewing Amiga and ST 
versions of The Hunt For Red 
October, a submarine simulation 
based on the novel by Tom 
Clancy- The 64 version is currently 
in developement and sounds very 
promising. 

Mlrrorsoft announced the 64 
incarnation of Andy Capp, a 
veteran of the Mirror newspaper. 
Martech previewed the November 
release of Nigel Mansell's Grand 



Prix and also Slalne, based on the 
2000 AD character. 

Palace Software were busy 
promoting the Shoot 'em up 
Construction Wf, which, if you 
hadn't already noticed, has 
earned rtsetf a yellow gong this 
month. Other titles In the pipeline 
include the very promising 
Rimrunner and Barbarian III 

Piranha was a year old at the 
show, and celebrated with a 
tankfuii of live, goldfish -devouring 
piranhas. A wide variety of 
impending releases were also 
bang shown, including 2000 AD 
tie-in Judge Death, a scrolling 
shoot 'em up called Gunboat, Roy 
Ot The Rovers and Trapdoor 
sequel, Through The Trap Door. 

Virgin were fairly busy, but 
nearly all the games on display 
should be out and about by the 
time you read this. Future releases 
include Scruples on the Leisure 
Genius label and Diplomacy, 
which is set for a new year release, 

Novagen were in force with 
demos of their ST games, 
Backlash and Damocles: 
Mercenary II. Unfortunately we'll 
have to wait until mid '88 for the 64 
version . . . 

Endurance Games were 
showing off their heavtty 
publicised board game, Eye, and 
Addictive released - wart for it - 
Football Manager W, a sequel to 
one of the biggest selling 
computer games of all time. 

It was certainly an interesting 
show, and although there were 
some very Impressive products 
on display for the 16-Bit 
machines, the 64 seems to be 
going from sti ength lo strength. 
The next twelve months are 
certainly going to be Interesting 
ones - see you at the eleventh 
PCW show. 
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CALL IT A SEQUEL. 



AND YOU'LL LAND UP FLAT ON YOUR BACK. 




They called International Karate the best beat-em-up so far. And who are we to argue? 
But Archer Maclean has come up with a stunner: A Third Fighter. 
Amazing animated background. New moves. Re-mixed music. 

And Balls! 

Commodore 64/128 Cassette (E9.99) and Disk (£12.99). Coming soon for Spectrum and Amslrad home computers. 

Mail Order; Activision (UK) Ltd. Units 3 & 4 Lloyds Close, Finedon Road Industnal Estate. Wellingborough, Northampton NN8 4FR. Tel: (0933) 76768 

Access, Visa and American Express Cards welcome. 

Distributed by Activision (UK) Ltd. 



PONDERING 




FUTURE 

I was at the PCW show for only one trade day, so I didn't get a chance 
to meet any readers of the column Bui. I did do the rounds of the 
strategy-producing software houses to see if anything exciting was 
in the offing, and one thing that struck me was that the Americans 
were there in force That's not surprising when we're told that strat- 
egy games enjoy far more popular support and rake in much more 
money in America, and I hesitate to condemn it as a bad thing as 
American strategy games are usually pretty good. The voluble and 
enthusiastic presence of the American strategy promoters certainly 
contrasted with the invisibility of British based companies. There 
are, of course, a few dedicated Bntish strategy publishers whose 
commitment I don't doubt, but what worried me was the fact that 
software houses who have been known to offer the odd strategically 
orientated game really didn't seem to be interested in promoting 
anything for the future The Commodore disk owner is probably 
assured of a steady supply of high-quality American games, but 
theseare notoriously expensive and those whocan't afford them* or 
a disk drive, are left to pick up the crumbs 

We use the word 'strategic' in a loose way when it's a label to dis- 
tinguish games in the genre, but applied to the theory of warfare it's 
a technical term which means only one level of action in a pyramid 
of five. 

Wargames tend to operate on one or two of these levels. 'Polities' 
is defined as the determination of a country's foreign policy. There 
are few wargames which actually give the player a choice about 
whether the country is going to war; presumably because if he 
decided not to, there would be no game to play' But there are games 
which attempt to simulate world management, like Armageddon 
Man. 

' Grand Strategy' is the formulation of war aims and policy, and the 
creation and maintenance of alliances Alliances tend not to come 
into solitaire computer games, but board games which simulate 
entire wars and involve more than twu players certainly do. Strat- 
egy* itself is the planning of the campaign economically and effec- 
tively to achieve the grand strategic aims This is often simulated by 
the resource-spending screens in wargames, when the player is 
asked to dish out so many supply points and so many points of air 
support. 

'Grand tactics 1 brings us to the actual deployment and movement 
of forces on the field of battle, and it is un this level where most war- 
games find their main area of play. The level of most detail is 'tactics', 
and this is simulated in games whirh recreate a single battle. 'Tac- 
tics' is the management ofsmal! forces in the field, down to the hand- 
ling of weapons by individual soldiers Thus, 'machine simulation* 
wargames can be said to be almost purely tactical. 

In real waifareth* responsibility for taking decisions on each of the 
five levels would rest with different people Politicians, on the whole, 
decide what foreign policy will be and whether or not to go to war; 
generals take the strategic decisions in obedience to the grand 
strategic objections worked out by the politicians, lower-ranking 
officers make un the spot decisions about the depluyment of troops 
on the field, and the sokiie: with the gun in his hind makes the ulti- 
mate decimon to fixe Computer wargames can and do put the player 
in al* these positions except the Ust. which might in the end be the 
moat important and the most problematic I wonder if there's a moral 
in this? 





► 
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SSG, £14.95 disk 
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Bt was 
Nicholai 
passed 
menl on 
leon s 
attempt 
invade Russia: 
'Russia has two 
generals in 
whom she can confide - General 
Jamiex and FevrierV It was a les- 
son of history which Hitler 
notonously chose to ignore 
when he mounted his own inva- 
sion in World War II, and the 
Axis armies suffered heavy 
losses in the futile struggle 
against the Russian winter 
Over four yeais. 50 million men 
fought on the Russian front. 
According to the introduction in 
the rulebook of this simulation 
of the campaign, 20 million of 
them were casualties* 

Looking at the glossy package 
ot thjs very traditional waigame 
from the Australian company 
SSG, the purchaser is given the 
immediate impression that this 
is a quality product of some sol- 
uy There's a 72 page rulebook. 
two shiny full-colour card maps 
showing the entire area of play 
with detailed te*rain marking, 
torn cards with tree diagrams of 
the menus that dnve the game, 
a strip of printed labels to make 
your save game disk look ne*t. 
and a toim which entitles the 
first-time buyer to a compUmen 
tary copy of the house magazine 
Run 5'. All of this naturally 
made me expect that when I 
loaded the game itself I would 
find something that looked tike 
it had be t*n programmed in 
somebody's lunch break and 
took twenty minutes to process 
the computer's turn. I was pleas- 
antly surprised. On-screen, Rus- 
sia looks like a traditional war- 
game, which tries to convince 
the player that army divisions 
are rectangular, and the speed 
of computer movement is won- 
derous. 

These are the aesthetics The 
game itself aims to recreate the 
entire four-year Axis campaign 
against the Russians, starting in 
1941 and lasting for 48 month- 
long turns. To ease the baffled 
player into this feat of wargam- 
ing endurance, there are three 



shorter scenarios which, in the 
usual nature of these games, 
concentrate on smaller, specific 
battles The three smaller 
scenarios allow you to take con- 
trol of a particular army 'group*, 
North, Centre or South, fighting 
over a small portion of the map. 
In the campaign scenario you 
have control of the whole army 
and the freedom of much ol east- 
ern Europe 

The game is driven by a series 
of branching menus, which dif- 
fer slightly between the 
scenarios and the campaign 
The designers were clearly wor- 
ried that some players might get 
lost amid the trees, and so dia- 
grams are provided for startup, 
game designing, and playing, Tc 
give some idea ot the system's 
complexity, there are eighteen 
menus associated with playing 
a scenario. This is a headache to 
get to grips with at first, but I 
found that 1 familiarised myself 
with the order of piay surpris- 
ingly quickly. One chapter of the 
extensive rulebook takes the 
player through the first turn of 
the Leningrad scenario step by 
step, and although this took me 
about three quarters of an hour 
to work through, I was able to 
enter subsequent turns in no 
time. 

After the usual preliminaries 
of choosing a difficulty level - 
you ran opt for a minor, moder- 
ate or major advantage to either 
side, which is worked out in 
terms of troop numbers — the 
player is launched straight into 
the chosen scenario The map in 
us entinty is divided up into 
twelve sectors, and the scenario 
takes place on three or four of 
them (one sector coi responds to 
what fills a screen), Teirain is 
represented in an unobjectiona- 
ble sort of way, but the display is 
enhanced by the printed map 
which comes with the package. 
It is useful too for identifying 
cities. My one complaint about 
the screen display - and it's a 
fairly strong one — is that cities 
axe not shown clearly enough. 
The whole of the gameplay is 
centred around the pursuit and 
capture of cities, and it's very 
difficult to see them properly on 
the screen. For some reason 
they have been drawn as a col- 
lection of neutral grey blotches, 
and blend into the scenery. I 
would like to see large, solid red 
beacons 1 

The units are shown as 
rectangles occupying a single 
hex. There's a degree of limited 
intelligence, and you can see 
more or less what type ot troops 
your opponent has - whether 
they're tanks or infantry - but 
only the controlling player can 
see the specific classification. 

One of the menus allows 
access to a number of inform** 
tion screens, and you can call up 
displays onto the map showing 
the communication value tor the 
hexes, railways lines, the con- 



The map tor Russia is displayed in all its glory 



trolling side of each hex t and 
what the map would look like if 
it wasn't cluttered up with units. 
The amount of information avail- 
able for inspection is formidable 
and, at first, rather alarming. 

The Axis army is divided into 
three army groups, which can 
consist of up to six 'armees' . The 
armees can in turn control six 
korps There's a kind of com* 
mand hierarchy because this 
can be confusing at first, and the 
player has to give orders at two 
different levels. An unusual fea- 
ture is that you don't actually tell 
units to go to particular hexes, 
so you can't fight the enemy by 
arranging your units in pretty 
patterns of your own choosing. 
Each annee is given a general 
'doctrine', which determines 
what its aim will be. 'Mam 
Effort 1 is the signal for an offen- 
sive, and when this is chosen the 
armee is targetted on a vicinity 
within seven hexes - less, in 
adverse weather conditions — for 
the arniee headquarters. There- 
after, until the city is captured or 
the armee's doctrine is changed, 
the korps units attached to that 
armee move forward in an 
attempt to reach and capture 
their objective* If enemy units 
get in the way, they fight thern. 
Their exact course is determined 
by the computer and is not under 
the player's control at all. 

The armee doctrine can be 
'normal', in which case it does 
little, but is still able to fight 
well, or it can be ordered to rest, 
which enable the troops to 
recover their strength quickly, 
but puts the korps at a disadvan- 
tage if they're attacked. 

Once the armee doctrme has 
b«en selected, the player gives 
orders to each individual unit or 
'korps*. The range of options 
open to the korps is determined 
by what the armee doctrine is, 
and whether or not the unit is 
next to an enemy unit. Next to 
the enemy, a korps whose armee 
is on 'mam effort 1 can assault, 
probe, defend or retreat, and the 
player allocates ground support 
and air support in points 

The condition of each korps is 
given in a general way. Surprts- 
ingly, there is no indication of 
exact numbers of men : the state 
of the unit is described in terms 
of the troops' combat experi- 
ence and their fitness. Casual- 
ties are given in the battle 
reports, but there seems to be 
no way of referring back to this 

Each armee has an individual 
supply of ground support units 
which can be distributed to the 
korps, and the air supply units 
come out of a general army 
group pool. If the supply lines of 
a korps get cut off, they can t 
replenish then OSPs, but theu 
supply of ASPs is unaffected. 
The provision of basic supply 



points is affected by supply 
lines, too, and a novel statistic is 
the 'administration' factor. This 
is an indication of how organised 
and ready for combat a korps is. 
According to the instructions, 
the maximum value of seven 
means that 'all the forms are 
filled out and the army carnp 
barber has sharpened his razor'T 
When the fighting starts, things 
gradually become more disor- 
ganised. An armee can't launch 
into 'main effort 1 unless its 
administrations and supply 
points are high enough, and low 
values make them vulnerable. 

After adjusting armee doc* 
trines and giving individual 
korps orders, the player wades 
back through the menus and 
hits *Run 5', This command 
seems to be the SSG buzzword, 
and executes the turn. Battles 
are resolved, and the player's 
and the computer units move 
instantaneously and simultane- 
ously. No staring at the 
wallpaper -it's over in seconds' 

The program provides full 
facilities to create your own 
scenarios. Because you can alter 
almost every single variable, 
including the point values of 
cities, with enough patience and 
interest you can set up for any 
Russian Front battle. Although 1 
haven't seen a copy, the com- 
pany magazine 'Run 5* prints 
statistics for further scenarios 

Everything the full-blooded 
wargamer could want has been 
provided in this game, and 
moreover it's easy to handle 
once you've learned the system. 
Nothing interrupts or irritates - 
except perhaps the choo-choo 
noise of units travelling by rail - 
and I found it completely absorb- 
ing Definitely a worthwhile 
investment. 



PRESENTATION 91% 

Beautiful physical compo- , 
nents, smooth operation and 
thoughtful touches 

GRAPHICS 75% 

Pleasant enough, although the 
cities are unclear on the map 
screen 

RULES 90% 

A lack of extensive historical 
information is made up for by 
the extremely thorough 
descriptions of the game 
mechanics, 

PAYABILITY 89% 

The branching menu system, 
once learned, makes play fast 
and compelling 

OVERALL 91% 

One ol the best traditional war- 
games I've seen - thoroughly 
recommended 
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LORDS OF CONQUEST 

Electronic Arts, £12.95 disk 




n its back cover, 
Lords of Con- 
quest describes 
Itself as 'a great 
strategy game*. 
Td agree with 
that. However, 
I'd hesitate to 
agree with its 
other claim: 'better than any 
board game 1 . 

It is not a war game. Although 
it concerns itself with conquest, 
it is of the most abstract kind. 
Lords of Conquest is an attrac- 
tive attempt at a computer ver- 
sion of the type of glossy board 
games which keep students 
who have better things to do 
with their time dice-rolling and 
negotiating until four o'clock in 
the morning. And the designers 
have made good use of the 
opportunities for (rills, extra bits 
and easily-adjustable paramet- 
ers afforded by the computer 
medium 



ritones which are inaccessible 
except by crossing water. 

At the start, the player is given 
the opportunity to adjust the 
parameters. This seema to mean 
the adjustment of a few simple 
difficulty scales, but the nature 
of the game is changed quite sig- 
nificantly by the player's choices 
at this stage. There are five 
1 levels ' f which govern how 
many types of resources are 
available and what you can use 
them for. On the 'beginnersV 
level there are only two 
resources, gold and horses. On 
the 'advanced 1 level, you can 
have all five resources, gold, 
horses, iron, coal and timber, 
and you can build boats with 
them. Playing on the first two 
levels, which don't allow boat 
building, realistically has to be 
restricted to maps with single 
land masses. The difficulty scale 
is a separate quantity, and 
ranges from 1 to 9. On level 1 the 



► The stylised Lords of Conquest battlegrounds 





I MO M l-Of l 



Lords of Conquest presents 
the player with a map - one cho- 
sen out of many — which is 
divided into territories. These 
territories are under the control 
of one side or another (the prog- 
ram allows for up to four 
players). The garneplay concen- 
trates on acquiring territories 
that were the rightful property 
of the computer, or one of your 
friends. If this were an end In 
itself, things might be too 
simplistic; but the ultimate aim 
is to build cities on your own ter- 
ritories by means of wealth gen- 
erated by those territories which 
produce resources, so money 
rather than power is the real 
name of the game. 

There are twenty maps built 
into the program, representing 
places like Europe, the Carib- 
bean and the Sea of Japan in a 
very stylised way So stylised 
that it doesn't really make any 
difference that a handful of the 
maps are of fictional places like 
1 Boarderlands', Some of the 
maps are single land-masses, 
but most have groups of ter- 
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player is given four territories 
more than the computer, and on 
level nine, four less. 

The player can also choose 
whether to play with a chance 
level of low, medium or high. 
This affects the basic nature of 
the garneplay too. A low chance 
level means that the outcome of 
attacks can always be predicted, 
and so the game is very severely 
strategic. A high chance level 
means, essentially, that dice are 
rolled. An attack which is num- 
erically stacked against the 
opponent has a high percentage 
chance of succeeding, but there 
is always a random element and 
any attack can fail - or indeed, 
succeed. I found it to be more 
natural and more interesting to 
play on the high chance level 
The rulebook promises a 
tougher computer opponent on 
low chance, but the game seems 
to be designed for dice-rolling. 

After selecting for a few minor 
options, like whether or not to 
be regaled with music, the 
player is presented with a blank 
map and asked to make a choice 



of territories. Computer and 
player select alternately until 
the whole map is claimed, and 
this part of the game is as impor- 
tant as any other, so much so 
that first choice of territory is one 
of the advantages you can select 
for yourself, and I preferred it to 
first attack. The safety of a territ- 
ory depends very much on how 
many territories of your own sur- 
rounds it, so it's a good idea to 
get your resource-producing 
areas nicely embedded. The 
computer's tactic at this stage 
seems to be to prevent you 
building up too strong a power- 
block, and to place its territories 
beside any of yours that look val- 
uable. 

I played the beginner's level 
first of all, but soon realised that 
the game is much more interest' 
Ing when all five resources are in 
play. Certain territories, bearing 
the appropriate symbol, produce 
resources every turn. During the 
selection stage the resource- 
producing territories are obvi- 
ously the ones to take first, and 
the game revolves around the 
capture of the enemy's. 

The game is organised into 
multi-stage turns, supposedly 
representing years. Firstly, 
except in the first turn, both 
sides have the chance to use 
their resources to build either a 
weapon, a boat or a city. 
Weapons are invaluable in com- 
bat and cost either two gold or 
one iron and one coal. Boats can 
be bought with three timber or 
three gold. Cities, which win the 
game, cost four gold or one each 
of the other resources. Cities are 
a good buy because they count 
towards the victory condition, 
they have an attack/defence 
value in themselves, and they 
double the production of their 
own territories and those sur- 
rounding it. You can choose 
where to site any developed 
item, and because of the relative 
immobility of weapons this 
needs careful thought. 

A production phase follows, 
and you can watch wealth roll- 
ing into the computer's coffers 
or your own. On the high chance 
level, production might not hap- 
pen. The reasons given for this 
are entertaining, and display the 
cheerfully artificial nature of the 
game. So far I've seen 'legalistic 
excesses', 'outbreak of sanity*, 
1 terrible heresies' , ' feverish 
apathy' and 'astounding 
prophecies' preventing produc- 
tion. I'm still waiting for 'feeble 
excuses prevent production" I 

On the highest game level you 
can move weapons and horses 
in the next phase, I preferred to 
play without this refinement. 
The restricted movement of the 
second-highest level seemed to 
make things harder, and call for 
more careful planning of 
strategies. You do get the oppor- 
tunity to move your stockpile — 
the territory in which all your 
wealth is kept - which is advisa- 
ble if it looks *Uke the enemy 
might be in position to capture it. 

The real business of the game 
comes in the next phase, which 



is conquest. Every territory 
which is bordered by an oppos- 
ing territory has some sort of 
chance of being attacked. Its 
defence value is worked out in 
straightforward numerical 
terms, and is determined by how 
many friendly territories sur- 
round it, and whether it or any 
territories next to it have a horse 
or weapon or city in them. After 
a bit of practice it's easy to work 
out roughly what attacking and 
defending values are, but you 
don't have to do it yourself — 
there's always an information 
menu available, which tells you 
the force count of any territory 
on the map. 

In practice, I found that it was 
a great advantage to be the first 
boat-owner on the board. The 
computer doesn't seem to antici- 
pate attacks by boat very well, 
and if you load your ship with a 
horse and a weapon, its total 
attacking value is seven. 

The game can be over quite 
quickly, especially on those 
maps which only have a few ter- 
ritories. There is no facility to 
quit a game if you see your posi- 
tion is hopeless, but the com- 
puter opponent is adept at it 
Lords of Conquest is the only 
game I've ever played in which 
the computer is programmed to 
be a bad loser. It abandons a 
game with surprising abrupt- 
ness with messages like 'I know 
I'd win if we kept on, but I've lost 
interest for some reason* and 
'You must have cheated, but I 
can't see how'. This can get 
irritating! 

When you've played out all 
twenty maps you can ask the 
computer to generate a new one 
randomly or create one yourself. 

I have some doubts about the 
balance of the game - it's too 
easy to win too quickly - but 
there's no question that Lords of 
Conquest is extremely enjoy- 
able The possibility of endless 
maps doesn't entirely make up 
for the lack of other varied ele- 
ments, but although each game 
follows much the same sort of 
course I found I could play as 
many as I had time for in succes- 
sion and still be eager to load it 
again Don't expect a sophisti- 
cated wargame. but as a strat- 
egy game for relaxation it's 
addictive. 



PRESENTATION 80% 

Of a high standard, and t lie 
irritating )ing!es can be turned 
off 

GRAPHICS 69% 

Reasonable, but nothing spec- 
tacular 

RULES 75% 

Adequate, but sometimes a bit 
difficult to find a specific piece 
of information. 

PLAYABILITY 89% 

Very more-jsh 

OVERALL 86% 

Very enjoyable. 



Preview The Future! 

PROJECT: STEALTH FIGHTER 





Steatth Fighter. . . the hottest topic of conversation in aviation 
circles today. Space Age technology and engineering make 
these aircraft virtually undetectable by enemy radar. 
Steatth Fighters are believed to be in operation, flying the 
most sensitive missions, flown by asuperior class of pilot. You 
can experience that thrill of flying a revolutionary aircraft, 
previewing the edge of the future. 



PROJECT: STEALTH FIGHTER. Another brillant simulation 
from MicroProse. Available for the Commodore 64/128K. 
Cassette £14.95. Disk £19.95. 




PROSE 



M U L A T I O N 



SOFTWARE 



Please send 



Name (block capitals). 



copy/ies of Project: Steatth Fighter CBM 64/128 □ Cassette £14.95 □ Disk £19.95 □ Further details. 
Address 



Post Code 



I enclose £. 



or debit my Access/Visa card. Expiry date 



including 55p P+P. Cheques payable to MicroProse Software Ltd. 

No.l 



PSF/zz/1287 



MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326. Tlx: 43422 MPS/UKG. 






CBM 64/128 
C9 99 C C14.99 D 

AMSTRAD 
£9 M C £14.99 D 

SPECTRUM 
£7*09 C 

ATARI ST 
C 19.99 



No heroes. No Foe. Only pur* 
skill and technology as you guide 
your Ltier bMmi through a sea of 
danger, a pyramid of obstacles reflect 

It from mirrors, bounce K off walls, 
deflect It through iensaa* ever 
calculating the angles, carefully 
Judging Wm path towards the home 

receiver and then another 59 levels 

of frustration and mind boggling 
Intrigue. Addictive. 
Compulsive. Only for 
those who can 
withstand defeat. 




BASIL THE GREAT kl 
MOUSE DETECTIVE M 

From the ba s ement of 221b 
Baker Street, Basil and hie 
faithful btoodhound Toby 
venture forward In search of the 
dastardly RatSgane hideout when 
Dr. Dawson Is held against his 
wOL What clue* do they uncover 
amongst London's famous 
landmarks? What dlsgul 
do they adopt In moving around 
the rodent underwork!? If s 
elementary my 

tho answers are In the game. The 
question le do you have the 
skill to unearth them] 





Graphics Software Ltd.. Alpha House, 
SO Carver Street, Sheffield SI 4FS. Teh (0742) 733423 






CBM 64/ 1 26 
C9.99C €14.99 D 

AM5TRAD 
£9.99 C £14.99 O 

/ SPECTRUM 
€7.99 c 




! 




From tha Instant tt+m 
starter ahovjts 
^nttemen start your 
ptdftlt" to tha last 
momantS* voull ba b*nglrtg 
hs*ds wltt» fSvm of the mim i i t toughaart 
bikars to avar pump padats. And If that's 
not enough th# courM la something 
spatial too:* PothoJaa* Manhole*, 
Cakaholaa* Acahoia*. Bokftfr* 
**/ Skunks, Snakaa, Chaam*. 

/ OUsHcks* icepatchas, Brtdoaa, Baar 

tracs and much mora. So climb 
aboard your Vaio Mark IV and sat 
off In pursuit of that covated 
Vaftow Jersey and experience the agony 
and ecstasy of 
International 
cycling a* It raaty 
hapoarfUL 

CBM 64 1 2B 

M €9.99 C 

AMSTRAD 
£9.99 c £14.99 D 

SPECTRUM £7-99 C 

ATARI ST 
£19.99 





Action pack ad adventure of tha heroic 
Mask taom In mora danger Hiked 
miMioft* against tha evtl foroaa of 
Venom. Man and machine In variant 
Oafanca of tha world and It's 
traasurem. An exhilarating challenge to 
ail gamera whatever their If 






riff HJ9NT 

rot 




PRESTIGIOUS 

ASSISTANCE 




ifraid it'sback to norm.iltl 
r las) months mega 30 tip 

rul tl's not ^11 bad Ihouot 1 



lM back! Hope 
ise- there were 
igh complaints!! 

! hpS roll 




The following tips are especially for those who've 
bought the absolutely superb Lucasfilm Prestige compilation, 



THE EIDOLON (Activision) 



This seven headed horror is the 
dragon found on level eight. 
He's not at all nice, in fact he's 
downright nasty. So how do you 
go about killing him? Well, it all 
sounds quite simple, but it most 
certainly isn't. This dragon is a 
combination ol all of the 
previously encountered 



BALLBLAZER 
(Activision) 

Matthew Hodgson of 
Beckenham, Kent has managed 
to shut out Droid nine in 34.2 
seconds - impressive, eh? 
Here's how he monages to 
score so quickly . , . 
Just before the plasmorb is 
elected into the playlield, move 
right and stop dead when you 
are about four squares away 
from the edge. Push the joystick 
forward and when the plasmorb 
enters the grid, go for it. Keep 
moving forward for a couple of 
seconds once you have 
possession of the plasmorb. 
then veer left towards the 
gotilbeams. With practice you 
should bo able to score every 
lime. Now try it against 
someone olse who's |ust read 
these tips for some interesting 
developments! 



dragons, so each head has to be 
disposed of in the same way as 
it was before. In other words, 
start off by shooting the dragon 
with three red fireballs to get rid 
of the first head, then four yellow 
fireballs, followed by five green, 
six blue, seven red, eight blue 



work, especially as it's throwing 
a mega-wobbly and Is lobbing 
copious amounts of fireballs in 
your general direction! 
Watch your energy level doesn't 
fall too low, try not to panic, and 
make sure that you have 
someone tapping away on the 
space bar to collect any fireballs 
thrown at you by the dragon, as 
this is a great help. If all else 



THE EIDOLON (Activision) 

Here's a well fab listing which gives you unlimited energy and 
unlimited time to bash those 'orrible dragons, courtesy of 
Cuddly Crix Yates, half of the all-singing, all-guitar playing 
Sensible Software team. Plonk The Etdolon tape into the C2N, 
type in the listing, RUN it and complete the operation by 
pressing play on tape. 




-Si 




i 



KORONIS RIFT (Activision) 

Alan Smith of Whitehall, Bristol has come to the rescue of those 
Technoscavengers who are running into problems on the later 
levels of the fractal sci-fi epic. Type in the listing, RUN It and 
follow the on-screen instructions to load Koronts Rtfl with a 
difference . , , 



• ' 20 FORT « 

»/l000ATA Ies7o ''•' 60 ' 8. 32, 2I3 

»i "OOWatwp^ , " 4 '''".29.23 

-> ^ _ '• 63 ' 8 '"".<M. a 
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SOMETHING HORRIFYING AND IME> 
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MICRORHYTHM 
(Firebird) 

Have you got a disk drive? It so. 
do you use Firebird's mini drum 
machine? You do? Oh good, you 
can use these Jim Blackler 
POKEs to enhance your life. Just 
load the program, reset the 
computer and enter the follow* 
Ingi 



POKE 5631,8-POKE 5667,8:SYS 
7103 

You'll now find that pressing 
keys F5 and F? loads and saves 
(respectively) the song and bars 
to disk* The only trouble is that 
all files are called DRUM DATA, 
and therefore you may only have 
one per disk side. Still, I wouldn't 
complain • . . 



NONTEf? RAGUEOUS 
(Mastertronic) 

Thank goodness - some unli* 
mi ted lives POKEs for this huge 
arcade adventure. Just load the 
game, reset the computer and 
enter ( . . 



POKE 30424,173 (For infinite 
psyche) 

POKE 28399,173 (For infinite 
bombs) 

And SYS 30633 to restart. Once 
again, thanks to Sean and Adnan 
Meads. 





HEAD OVER HEELS (Ocean) 

If you're still having problems with Ocean's brilliant 3D isometric 
perspective arcade adventure, try out this unlimited everything 
listing. Just type in the program and RUN it for infinite lives, 
shields and doughnuts! Thanks to Sean and Adrian Meads of East 
Oakley, Hants. 




"0 DATA 



THE LASTNINJA (System 3) 



Eeek! There was something 
wrong with the listing printed in 
issue 30 which causes the com- 
puter to crash. Fortunately Zol- 
tan Kelemen has supplied a fully 
working one - so that all you ail- 



ing Ninjas can kill that elusive 
Shogun! Just type in and check 
the listing type RUN and press 
play on tape. How easy could it 
be? 




ZYNAPS (Hewson) 



Great stuff! Some really neat 
POKEs for Hewson's ace shoot 
'em up, courtesy of Justin 
O'Brien of Highfield, South- 
ampton. The trouble with the 
unlimited lives listing printed a 
while back is that you still return 
to the beginning of a level when 
you die - the following POKEs 
make things a little easier! 

First of all, load the game as 
normal and reset the computer. 
If you want boring old unlimited 
lives enter . . . 

POKE 47106,234 (RETURN) 
POKE 47107.234 (RETURN) 
POKE 47108,234 (RETURN) 

However, if you want to prog* 
ress automatically to the next 
level when you die, rather than 
return to the beginning of the 
current one try out these 
beauties ■ . , 

POKE 47106,76 (RETURN) 
POKE 47107,31 (RETURN) 
POKE 47108,184 (RETURN) 

Okay, how about progressing to 
the next level when you die, but 



still face the same attack 
waves? Confused? Just enter 
these and all will become 
clear , . « 

POKE 47 1 06,238 (RETURN) 
POKE 47107.33 (RETURN) 
POKE 47108.185 (RETURN) 

By the way, be careful with 
these, as the computer crashes 
after the last level - abort the 
game before you get that far. If 
you want to play the same level 
a couple of times, and then go 
onto the next one, try these . . . 

POKE 32839,184 (RETURN) 
POKE 32831,31 (RETURN) 



When your ship is destroyed and 
the blue Zynaps logo is dis- 
played - gently tap the 
RESTORE key to progress to the 
next level Be careful though, as 
the computer crashes if you 
press RESTORE at any other 
time. 

When you've made all your 
changes, restart the game by 
entering SYS 327G8. Fun, eh? 



Well well, well 1 That 
the Christmas tips s| 
- you lot ar* so spoil* 
tmips, POKEs or arr 
pliiyers. send it In to 
SHIRE * iT m 1 1 iR jiHft i 
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THING! 



WIN A WINTER OLYMPIC HOLIDAY 
WORTH MORE THAN £2000 



c 




WINTER OLYMPIADS 

Winter Olympiad '88 is 
undoubtedly the best winter sports 
simulation to date. It features the 
classic winter Olympic events; 
Ski Slalom, Giant Slalom, Two man 
bob, Ski-Jump, Biathalon and Speed 

I Skating. These have been depicted 
in a way not seen on any home 
computer before. The result is a 
phenomenally realistic and 
spell-binding game. 
Available on the following formats: 
CBM64, BBC/ELECTRON, 
I ATARI £9.95 
1 SPECTRUM, AMSTRAD, 
^ CI6/+4£7.95 
^ DISK - BBC £14.95 
^ MASTER COMPACT £ 14.95 
■ ATARI 8 BIT £14.95 

ST £19.95 AMIGA £19.95 
IBM £19.95 




2* 




1 




ADDISON INDUSTRIAL ESTATE • BLAYDON TYNE & WEAR • NE2I 4TE • TEL 091 414461 1 






I 

Commodore 64A28 Cassette (£9.99) and Disk (£12.99) ZX Spectrum 48k/t28k/+ (£9.99) Amstrod CPC Cassette (£9.99) am) Dc k (£14 
Mail Order Activision (UK) Ltd, Units 3 & 4 Lloyds Close, Rnedon Road Industrial Estate, Wellingborough, Northampta m , 




64 ANOTHER DAY 





► Officially licensed from the greatest 
motorcycle racing game, the thrills are s 
real we considered making a helmet 
compulsory. 

► Four skill levels. 

► Four music tracks. 

► Push your turbo charged racing machine 
into 18 progressive stages racing across 
Asia, Africa, America and Europe. 





Gang of Five meet Action Force™. 
Virgin's Gang of Five have created 
the excitement of an Action 
Force™ adventure for your 
computer 

COBRA, the enemy, are attacking 
the military installation on the 
island of Botsneda. A.W.EStriker 
has been enlisted for the 
dangerous mission of rescuing 
classified information from the 
war-torn eastern sector. 

Your part in the mission is to 
cover A.W.E Striker from the air In 
the Spectrum version you are 
Snake Eyes, air-borne with a 
helipack. In the Commodore 
version you control Dragonfly 
helicopter. Both feature smooth 
scrolling, excellent graphics and 
fast arcade action that Gang of 
Five are famous for. You must 
clear a safe path for A.W.EStriker 
to successfully complete the 
mission. 

Commodore 64/128 cassette £9.95, 
Spectrum 48/128 cassette £9. 95 
Spectrum + 3 disc £14.95 



Please send me ACTION FORCE™. 

Please make crossed cheques or postal 
orders payable to Virgin Games Ltd and 
send to Virgin Games Ltd, 2/4 Vernon Yard, 
Portobello Road, London W11 2DX. 



□ Commodore 64/128 £9.95 cassette 

□ Spectrum 48/128 £9.95 cassette 

□ Spectrum + 3 £14.95 disc 

Name 



Address. 



PLEASE DO NOT POST COINS OR MONEY! 



Total enclosed 



JUDGE ANDGR50N 





Led by Judge 

Terrorised by 
dedicated to i 
the ultimate c 
As Judge An 
the onslaught 
colleagues, Fear, 
psychic powers a 
Megacity. And w 
Earth you still fac 
Dark Judges ho 





j us being 

fc.-Thov are 
lenhey believe is 

Be - lite itself 
d alone to face 
tfi orim 



Programmed by Andromeda Software. 

Spectrum, Commodore and Amstrad cassette 
£9.95. 

Commodore and Amstrad disc £14.95 



your 
save 
on 
the 
Dead world 



Release schedule and further details from 
Helen Holland, Piranha, 4 Little Essex Street, 
London WC2R 3LF. Tel: 01-836 6633 



© Fleetway Publications Ltd 1987. 




...a rumptWA NiGHMARtoftvit 

THAT MlAttMD TO OlSTZOy WW MAN. 
MMMff AMD CHUPIN M6HIT1 OHi ! 




M itmtcmctACKiis- 







and you shut imtwhinin 1 
ewruposi'u bury him. 





J* 




YOURCMPU-SWICWNO 
MYSME0Vf».C«EfP5! 





CONTINUED ON THIRD PAGE FOLLOWING 



I HAW! RETURNED 1 
TOJUPGGETHISSS M 
CITY! 



THE CRIME m LIFE- 
THE SENTENCCe ISSS 
^PEATHHH! 



Illlllllll 



i 



• 4 



I 



ANPERSON ! 
YOU OKAY? 



WAY YOU TOOK Off BACK THERE, 
ITHOUGHTYOmEENA/f^ 

GHOST OR SOMETHING! f * S2^ii^2S«* 

A BAP MEMORY FROM THE 

PAST. HAPPEMS TO US 

PSW SOMETIMES. 



: 5 



4w/«my aw mm m §t m 
mm on a Ktptw casi - 

LISTEN, 6R0GAN, I'VE GOT 
SOMETHING TO PO. YOU HANG 
OH HEREWITH THE BUY TILL 
THE MEO'SQUAPS ARRIVE. 



i-f 



MSB 



HEY- C'MONIIPON'T KNOW 
THE FIRST THING ABOUT KIPS. 
YOU CAN'T LEAVE ME LIKE THIS! 



7Bm 



ANKRSON, 




WHAT HAPPENED ? 



HMRFArWCK. 
NEIGHBOURS 

HEARD HIM 

-FOUND 
HIM DEAD IN 0EP. 



SET HIM DOWN. 

iwwro TRY 

f OR SOME J 
LATENT*. 





e-B-Bur; 

HAVEN'T 
DONE 

ANYTHING! 



you LIVE. 

THAT ISSS 
SSUFHCCIENT. 



THE SSSENTIMCCE <\v 

\ ISSSOMTHHHHI ,A 



'Ml 



I * 



THEN 
PFATH IS 

HERE! 



BUT HE CAN'T BEI I MAY 
3E SCATTY, BUT MY 
MEMORY'S NOT THAT BAD. 
I FOLLOWED THE CREEP 
BACK TO HIS OWN WORLD 
AND LAID HIM TO REST 
PERMANENT. I KNOW 
I DID' 



/ 



\ 



YETOUMPIN 1 
\JI6GY JIG6S 
HE RE SAYS 
DIFf! 



Ma 



V4r 



ONE THING'SFORSURE- 
50ME THING'S GOING ON. 
AND I BETTER FIND OUT 
WHAT. 



A 




RtrHmwmtOf 
Mrtcttstocw&nti 

BLACK MUStUM - 



8 



3 



or 



CAL. 



/i 



Id 



iXHIBtWH, A 
COUtCWN OF GXISIY 

ttucs - 4 cwmw 

ML ITS FORMS- 



■j. 



rrrn?. 



THE .DARK JUDGES' DIMENSION 
JUMP. OLD STONEY FACEAND I 

'///fyA usfp ;r ro follow thfm swk 

TO THEIR OWN DIMENSION - 
DEADWORLD. 



£s5 



0 



■A 



E 



Eh 



ft 



t -J 



L 



KUC& 



CAN USE If TO GO BACK TO THEIR 
DIMENSION AGAIN. CHECK 'EM 



OUT- 



ft 



NOT EXACTLY STANDARD 

PROCEDURE, BUT THEN THIS 
SITUATION'S ANYTHING 
BUT STANDARD. 



iV 



0 0( I'M GONNA LAY 
:T THIS GHOST ONCE 



If/ 



ROUND TWO: 

THE BATTLE 
CONTINUES IN TITAN 
BOOKS'jtfflCF 
ANDERSON BOOK 1 




THE FUTURE 



OF COMICS! 



Comic albums and graphic novels have been bestsellers in 
countries like France, Italy Denmark and Japan for decades, 
Now British comics are coming into their own with a wide variety 
of exciting stories, extraordinary characters and astounding 
illustrations. 

Titan Books isthe leading publisherof comic albums and graphic 
novels in the UK, beginning with over sixty collections from 
Britain's leading science fiction comic, 2000 AD. These quality 
albums range from the futuristic exploits of Judge Dredd to the 
nuclear powered anarchy of DA and Quinch. 
Titan Books graphic novel range covers the best of adultoriented 
comics for mature readers including Alan Moore's Swamp Thing 
series, the revolutionary Batman: The Dark Knight Returns and 
the latest smash hit, Watchmen. 

Titan Books also publishes the best of the European comic 

albums in English, including Storm illustrated by Don Lawrence, 

best known for the classic Trigan Empire series. 

For the Star Trek fan, Titan Books is the British publisher of Star 

Trek novels including the giant novel, Strangers From the Sky and 

the Star Trek Compendium, an episode guide to the original TV 

series. 

If you're looking for quality comics and science fiction, look no 
further; Titan Books has it all. 

Send an SAE to Forbidden Planet Mai Order for a complete 
catalogue. 



TITAN 



BOOKS 




JUDGE DREDD Written by John Wagner and 
Alan Grant illustrated bv Cam Kennedy The 
most popular comic character In the UK tn his 
own graphic album senes £4 50 




JUDGE DEATH Wrrtten by John Wagner. 
illustratitd by Bnan Holland Judge Dredd % 
greatest nemesis is back to plague 
him. f 4 50 




NEMESIS Written by Pat MMs and illustrated 
by Bryan Talbot 2000 AD*> weirdest hero 
features in an epic saga of good vs evi, 
religion and atari Irfe forms £4 50 



^^^^^^^^^^^^^^^^^ 




JUDGE ANDERSON Wntlen by John Wagner 
and Aian Grant Illustrated by Brett fwMx 
Cffff Robinson and Robm Smith The most 
dynamic and unorthodox judge in the 
Psi-Division £450 




ROGUE IROOPEH Wrraen by Gerry Ftnley- 
Day illustrated by Cam Kennedy and Brett 
Ewtns. 2000 AO's classic science fiction 
adventuro senes following the penis of 
genetic warfare £4.95 




SLAINE THE KING Wniten toy Pal Mrfft 
illustrated by Glenn Fabry Barbanan blood 
and guts block-buster from the pages of 
2000 AD £4.50 




The Science Fiction and Comic Book Shop 

23 Denmark St., London WC2H 8 N A 
Telephone: 01-B36 4179 

The Film and Television Fantasy Shop 

58 St. Giles High St., London WC2H 8LH 
Telephone: 01-379 6042 

FORBIDDEN PLANET MAIL ORDER 

P.O. BOX 378, London E3 4RD. Tel: 01-980 9711. 



Wilh two shops in London and two in New YoiK FORBIDDEN 
PLANET is the world s best Known retailer ol science fiction 
fantasy, comics. Mm posters andfV memorabilia Over the past 
nine years Forbidden Plane! has hosted over one hundred 
signings and lectures by popular contemporary artists and 
celebrity authors 

Come to the FORBIDDEN PLANET shops and explore the outer 
reaches ol reality 

THE ONLY LIMITS ARE YOUR IMAGINATION 




All strip artwork and text © Fleetway Publications 1 987. This format © Titan Books Ltd 1 987. Colouring by John Burns. 




HIT 



G R EAT EST 
— EVER — 



SPORTS PACK 



UNA 





Spectrum 

£8 99 rape 





ATARI 

GAMES 



Includes Original Soundtrack from Coin Op version 
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0 ITS THE 4m 
my and 
THE NATION 
IS SET FOR AN 
ALMIGHTY 
CELEBRATION 



INTO WE COMPARENT CALM Of THE 
WHITE HOUSE BURSTS THE MANIC 
DR. MEGALOMANN. "STEP DOWN MR 

PRESIDENT, SUBMIT TO MY RULE OR TODAY 
AMERICA WILL KNOW A PLAGUE FROM WHICH 
.DEATH WILL SEEM A HAPPY RELEASE". 



V 



HI KfVS! NO TIME TO 
LOSS. CIA SAY 

rum's an 

UNIDENTIFIED MISS/IE 
LOCATED IN AN 
UNDERGROUND SILO IN 
THE MIDDLE Of WE 
CALIFORNIAN DESERT. 
MUST BE WE ONE! 
CUMB ABOARD WE SKY 
CYCLE. TOGETHER WE 
CAN SAVE WE WEE 
WORLD. GOD SAVE 
'AMERICA! 



CBM 64/128 

&99 U1-99 

TAPE DISK 



AMSTRAD 

, £9 99 £14-99 

TAPE DISK 

SPECTRUM £8 99 
t ATARI ST £19 99 J 



ilil L 



/A 



TM 




1977 bv Marvd Comki Group. AJi rto.hU rrwrwd. 
C 1967 by Marvel Entertainment* Group Inc. AJI nghu reserved 




NEW GAMES 

There have been a number of new 
games launched recently - none of 
(hem particularly cheap, but all 
quite interesting. 

•JADE GAMES' have launched a 
science fiction 'magazine' by the 
name of New Order, a three dimen- 
sional space-based game. Features 
are numerous, and include large 
fleets of slarships to command, 
UFOs, combat, trade, heavy use of 
strategy, technological develop- 
ment of player positions as the game 
develops, five classes of starship 
with a maximum of 26 ships types 
and four empirical social groups. 



Winter approaches us once more, and I begin wondering . . . will the beloved Post Office 
maintain its prompt delivery of 'first class' mail? There again, why should this year be any 
different from any other? Hmmm* There's no denying that every now and then the odd let- 
ter gets mislaid in the postal system somewhere, but it's no joke when that odd letter hap- 
pens to be your latest order form. There you are, poised to clinch the game (or the next 
round at least) and your turn comes back 'NMR': No More Received, War is hell, especially 
when your orders lie in some forgotten corner of a post office that is forever England . . . 



The rulebook is huge - and I 
couldn't hope to condense it 
enough to make any sense to you* If 
the rulebook is anything to go by, 
New Order seems to be a well 
thought out game which could 
prove to be a tot of fun. Further 
details are available from |ADE 
GAMES. PO BOX 54, SOUTHSEA, 
HANTS, PCM ONA. 

The remainder of the games are 
by new producers - the first being 
Dropzone by H| SIMMONS of 30 
BURLINGTON GARDENS, 
SELSEY, CHICHESTER, WEST SUS- 




A selection of the 
documentation 
from Anvil 
Games 1 Pangea 



/SUBTERRANIA 



SUPER START-UP 
OFFER 

Start-up for only £5.00 including first five 
turns (normal price £6.00). 



Name 

Address 

Send this coupon to ZZAP! START-UP OFFER, 21 1 A AMES* 
BURY AVENUE, LONDON SW2 3BJ 

Offer i»mrted to one per houaeftoJd 



SEX PO20 ODP. 

Dropzone is (according to Mr 
Simmons) a PBM game that simu- 
lates an assault by the 'Terran 
Mobile Infantry' on a hostile alien 
planet. It seems a good idea (but 
isn't there a computer game by the 
same namef) and the rulebook is a 
very good read. Send Mr Simmons 
an SSAE lor further details. I must 
admit that I fail to see where any 
multiplayer 'bits' come into the 
game, (hough. 

Possibly the best packaged game 
(o come my way for a long time nas 



to be Pangea by ANVIL GAMES* It's 
a very promising fantasy game 
where the player becomes a charac- 
ter in a strange world, t must say that 
the game designers have put a LOT 
of work into it, and have created a 
whole wortu for the player to enjoy . 
A long history, different races, lan- 
guages and types of magic are all 
carefully documented in the 
rulebook. It you enjoy a bit of rolep- 
laying, perhaps you should write to 
Anvifat THE OLD FIRE STATION. 
QUEEN STREET, GODALMING, 
SURREY, CU7 1BD. 



TIPS FOR TRYING TO JOIN A GAME 



1 , If you don't know much about 
the game, send the GM a large 
SSAE and ask for a copy of the 
rulebook for you to study. This 
way you can see for yourself 
what the game is about, and 
whether or not it appeals to you 
before paying for start-up. 

2. NEVER send cash through the 
post — always use a postal order 



or a cheque. If a letter contain- 
ingcashgels lost in the post, you 
never see that money again , but 
you can always stop a cheque. 
3. BE PATIENT, Many games 
require a fixed number of 
players lo start, so the GM may 
not get in touch with you until 
the game is full and ready to 
start. So don't worry! 



SUBTERRANIA 

PRODUCER: Tim Lomas, 
22 1 A Amesbury Ave, Lon- 
don, SW2 3B| 
START-UP FEE: £6 (inc first 
five turns) 

COST PER TURN: £1.50 



Subterrania is an interesting game 
which Tim Lomas has been 
developing for some time. It's a 
deadline out and out strategy war 
game (a mixture of forcemeets force 
which is defended by force), which 
is moderated on a Dragon Com- 
puter(rememberthemf). Theplayer 
takescontrol of the Queen of a hive 
of ants in a 3D maze of tunnels and 
halls (3x10x10). The objective is to 
control the Inhabitants using mental 
power. The only problem is that 
other Queens want your hive as 
their own nest, so your ants are used 
in battle against the opponents'. 
Should two or more groups of ants 
meets at a location, the computer 
uses its secret calculating method to 
figure out who is the most likely to 
gain the location, retreat under 
losses, or even die ■ . . Aninterest- 
ing concept, I'm sure you'll agree. 
Lose your Queen's hall and you lose 



the game - it's as simple as that. 
THE MAP 

As I've already said, the game is 
three dimensional in design. Only a 
few tunnels exist between locations, 
and at the end of each lum only one 
players' ants may occupy any one 
part of the map . There are few verti- 
cal tunnels, but such locations are- 
real treasures if you can find AND 
hold them. Once you've conquered 
your own level, you can easily 
move on and try another! 

HOW DOES THE GAME WORK 

Right [hen: what have we so far? 
There are 300 locations linked with 
a variety of tunnels. We have, at the 
start of the game, a small number of 
Queens, all with a small number of 
ants under their control Each loca- 
tion is capable of 'incubating' ant 
eggs, thus each turn your army 
increases with a set number of ants. 
Worth remembering! 

Using a simple 'orders' form you 
instruct your ants to attack any loca* 
tion within reach, and so gradually 
build up your empire. Two types oi 
battles exist: the most obvious is 
where two opposing ant armies 
move to the same location at the 
same time. They, quite obviously, 
fight until one lot retreats. The other 
type is a rather clever idea: The Tun- 
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nel battle. Here, you have two loca- 
tions linked by a tunnel. Player I 
owns the first location, and player 
two the second. Instead of a simple 
swappingof locations, theants light 
over the tunnel between [he loca- 
tions- a good idea, thai. 

THE OBJECTIVE 

The objective is ( in rulebook ter- 
minology, 'not to lose'. This is done 
by either defeatingallopponents, or 
gaining control of 151 locations, 
which isn't easy at all. 

OTHER FEATURES 

Sublerrania has other features not 
mentioned so far: organiser ants to 
boost your strength in battle, the 
strategic grouping of ants in tunnels 
to send blasts of energy into an 
adjoining locations (destroying its 
occupants) or into a wall to make a 
tunnel. Ants may also block lunnels. 
shield themselves against those 
energy blasts, and generally be 
quite handy when you are attacked 
from an unexpected quarter where 
you jus) happen to have enough 
ants to defend that location , ♦ . 

TO PLAY 

This is a real thinkers' game. There 
are only a limited number of ants 
available, so you must decide the 
best places to distribute them for 
maximum offence and defence. 
They're all purely logistical prob- 
lems, and if you think you could 
handle such tricky decisions which 
(in the end) only involve a few num- 
bers anyway, you could well enjoy 
this game. The only point against it 
is the cost: £1 .50 per turn. It could 
be cheaper when compared with 
the value Spiral Arm offers, but this 
doesn't stop tt from being a brain 
itcher of a Play By Mail game. 




SPIRAL ARM 

PRODUCER: (UK) Spellbin- 
der Games, 7 Turners Court, 
Benson, Oxon, OX9 6QH 

START-UP FEE: £2 (inc. first 
three lurns) 

COST PER TURN: £1 .30, 
additional charges for sun- 
dry items not essential to 
gameplay 

Spiral Arm is a very popular and well 
respected Sci-fi strategy wargame 
which throws together computer 
moderation, economics, strategy 
and diplomacy into an intriguing 
stew of galactic goings-on. Let the 
rulebooK tell ihe story ■ . . 

The present state of affairs arose 
with the climactic and rapid 
destruction of the Empire by an 
extremely potent alien virus. The 
central fleel was then destroyed 
while defending the galaxy from an 
alien force, With no power to exert 
a controlling influence, and with 
xenophobia at an all-time high, the 
galactic civilisation crumbled into 
an anarchic state of affairs. Knowl- 
edge was lost, much history 
destroyed and many worlds were 
wiped out. Sufficient remained 
however, to build space ships and 
lo use the established system of 
Hyper-Space Portals (HSPs). The 
makers of these portals have all died 
out, and their mechanics remains a 
mystery. 

That said, every world ts con- 
nected to the galactic grid of these 
portals and can be reached by using 
RSP, but not necessarily by a direct 
route. Players don't know the desti- 
nations of HSPs unless they win the 
planel of origin, hence they begin 
the same with one planet and the 
destinations of all HSPs leaving that 
planel. As players gain more 
worlds, they add to their knowledge 



/SPIRAL ARM 

SUPER START-UP 




i 
i 
■ 
i 
i 
i 
i 
i 
i 

Send this voucher to Spellbinder with your 
start-up to get a free turn credited to your I 
game account. ■ 

Name [ 

Address [ 

i 

I 

I 

i 

Send this coupon to ZZAP! START-UP OFFER, SPELLBINDER ! 
GAMES, 7 TURNER COURT, BENSON, 0X0N. OX9 6QH 

Oflor limited to one per household 

I 
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of the galactic grid's map. ' 

Quite a scenario! The player is 
given a world equipped with such 
game entities as a population, col- 
onists, transportation, raw mat- 
erials, industrial units, an environ- 
ment and a 'cash' income level per 
turn. It's through wtse deployment 
of these economic goods that star- 
ships of various types and 
capabilities may be built with which 
(u explore the galaxy, and hopefully 
toconquer it! A nice touch is thai the 
player can choose to be one of eight 



races, including Humanoid, Repti- 
lian, Ameoboid Or Robotic. 

TO PLAY 

I must confess that I haven't actually 
played this game, but after talking 
with a few of Spellbinder's custom- 
ers I am considering it. Spiral Armi^ 
rated very highly as a PBM game, 
and is played by many people. It 
seems to be a fairly flexible game to 
play, and there's plenty of space to 
be explored - ana at £1 .30 per turn, 
there's little to moan about! 



THE LETTER!!! 

This month I've received a letter, so here il is in all its glory. 





Greetings Brendon. 

Nice lo see that finally a PBM section has been set up in Z2AP! 64 - 
it's much better than some of the other sections I could mention. 

I was amazed at the price somecompanies were prepared to charge 
tor a turn, £ 1 . 50 or £2 .00 is much too expensive for what you receive, 
not to mention start-up costing a fiver. If PBM companies bringdown 
the cost by at leasi half, I'm sure that il would prove more appealing 
to the majority of prospective PBMers. 

I myself take part in a PBM game and t must say that alter trying 
others I found it to be the best of all. It runs on the scenario of an island 
packed with bloodthirsty trolls, all trying lo gain supremacy in their 
own devious ways. The cost is a mere 90p per turn (usually about 4 
feet long) and your actions card is processed and returned 
immediately, much better than a week or a fortnight turnaround, I feel, 
the GMs are also very friendly and will answer most questions 

Making alliances and planning moves is one of the most en|oyable 
parts of the game. I am a member of an alliance who have so far 
dominated the game (several alliances are run): we are known and 
feared as the Skullcrackers Union and compete with other groups of 
murderous Trolls for the winning places each round. The game, inci- 
dentally is called Trolly Bottom. 

I find the best thing to look for in new games are Ihe start-up price, 
the scenario and whether or not a computer printed turn sheet is 
wanted Many may feel disappointed with a handwritten reply: as you 
say, computer printouts can give a good atmosphere, especially in a 
Sci-fi game. The choice is up to the players - you want something' 
You'll probably find it somewhere in the PBM world! 

Best of luck with POSTMARK, and a big HI to all Skullcrackeo . . . 

Guldrum, Game 2, Trolls Bottom. 




Thank you, Guldrum - a very interesting letter with which I agree 
entirely. I must point out that although tome games cost a lot to play, 
they can he very enjoyable. What must be considered is the amount 
of time to CM puts into running the game when one is assessing its 
cost. Trolls Bottom IS a very enjoyable game - I receive a lot of mail 
about it for the CRASH PBM MAILBOX section - yet they cut costs by 
using a very efficient processing system tcodes on a turn sheet 
methmks), ideal tor the game. Games with a slightly larger 'fantasy' 
approach require some element of human moderation. That extra bit 
of depth can 7 be given by c omputer moderation, so in such games the 
player sadly ends up with paying for that extra hit of lime the CM puts 
into the processing. You pay for what you get. you see Many thanks 
lor writing in. 

8K 

If you wish to air your views, by all means write in. If you're lucky, I'll 
print your letter, and if you're really lucky, you might even win a 
T-Shirt! What are you waiting for? Chuck your letter into an envelope 
and send K off to: ZZAPI PBM, PO BOX 10, LUDLOW, SHROPSHIRE 
SYS I DB. 

See you soon. 

BRENDON KAVANAGH 



AIRBORNE RANGER. Achallenging combination of danger 
and suspense. Available for the Commodore 64/128K. 
Cassette £14.95 Disk £19.95. 



You are one of the elite . . . parachuting alone behind enemy 
lines. The enemy controls the terrain, hidden in bunkers and 
machine gun nests . . .you may be surrounded. The action is 
fierce as you control one soldier's battle against over- 
whelming odds. You'll need skill and strategy to out- 
manoeuvre your enemy, plus courage and some luck to 
make your escape. Airborne Ranger is an exciting fast- 
paced simulation with 12 desperate missions in 3 different 
regions of the world. The possibilities are endless! 

Please send copy/ies of Airborne Ranger CBM 64/128 □ Cassette £14.95 □ Disk £19.95 □ Further details. 

Name (block capitals) Address 

■ Post Code 




PROSE 



SIMULATION 



SOFTWARE 



I enclose £. 



or debit my Access/Visa card. Expiry date 



including 55p P+P. Cheques payable to MicroProse Software Ltct 

No. I 



AR/zz/1287 

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326.Tlx: 43422 MPS/UKG. 






ENGLISH 



A 



LEVIATHAN 




Q-BALL 




COMMODORE AMIGA 512K, 

. . . 

ATARI ST £14.95 Ml 



l |....;.;n| I— I ..71 





COMMODORE AMIGA 51EK 

£19.93 

"I advise alt game starved Amiga owners to buy this, the most 
original and challenging piece of software on their machine." 

COMMODORE USER SCREENSTAR 



ENGLISH SOFTWARE, 1 NORTH PARADE. PARSONAGE GARDENS, MANCHESTER N 

TEL: 061*835 1358 
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GLENMOOR 
Length: 

7131 yards 
Pan 72 



COLONIAL 
Length: 

7 100 yards 
Par: 70 

Record: Joey 

Sindelar62 



PEBBLE BEACH 
Length: 6799 yards 
Pan 72 
Record: 
Tom Kite 62 




M0IRF1ELD 
Length: 6894 yards 
Pan 71 

Record: Peter Butler 65 




HP 




LEADERBOARD 



SPECTRUM 



9.99c 



EXECUTIVE 
LEADERBOARD 

LEADERBOARD 
TOURNAMENT 



AMSTRAD 



9.99c 
14.99d 



9.99c 
14.99d 



WORLD CLASS 
LEADERBOARD 




9.99c 
14.99d 



AlAKIsT 



24.99d 



AMIGA 



24.99d 




8.99c 
12.99d" 



4.99c 
6.99d 



4.99c 
6.99d 



9.99d 



FAMOUS COURSES 



4.99c 



4.99c 
9.99d 



ICKJS COURSES 2 



4.99c 
6.99d 



4.99c 
6.99d 




-S. Gold Ltd. Units 2/3 Holford Way. Holford, Birmingham B6 7 AX. Tel: 021 356 3388 
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^SUPPLEMENT 

#T»^E^TARI ST 



of 



JD AMIGA 

AM MACHINES 
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PURE GENIUS . 



BARBARIAN • BACKLASH • ECO 
WIZBALL'DICK SPECIAL 
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THE BALANCE OF POWER 



hese days it seems impossible to mention the words 'Amiga 
or* Atari ST without sending someone into paroxysms ol rage. 
From then on, you're not likely to get any sense from the injured 
party ... In an attempt to bring a balanced view of the 1 6-Bit 
situation, ZZAP! takes a step back and looks at both machines, their 
history and capabilities and gives programmers of both machinesa 
chance to air their opinions. 



COMMODORE 

AMIGA 



ATAR I ST 




News of Atari's first steps into the 
world of the 16-Bit home 
computer market came in the 
summer of 1 985 when, following 
the launch of Commodore's 
Amiga, Jack Tramiel announced 
the impending release of the ST in 
direct competition to 
Commodore's new wonder- 
machine. 

The ST, according to rumour, 
had been in development even 
before Tramiel started at Atari, but 
apart from the Internal hardware 
designs, Irttle else had been 
produced. An operating system 
was stili needed, as was a usable 
front end and some form of BASIC- 

The built-in software used is a 
version of CPM/68K. renamed 
TOS (T ramiel Operating System), 
A Graphics Environment Manager 
(GEM) was purchased from IBM, 
and the BASIC was hastily 



STs, complete with birtterchip and 
2Mb and 4Mb memories. 

All versions utilise the Motorola 
68000 16/32 bit internal 
processor, which runs at a clock 
speed of 8 MHZ (slightly faster 
than the Amiga)- The screen \ 
display has three modes of 
resolution: 640x400 pixels, which, 
can only be used in conjunction 
with a monochrome monitor. 
640x200 pixels with four colours 
on-screen, and the normal 
'games' mode of 320x200 pixels 
with 1 6 colours. All colour 
selections are made from an 
internal palette of 512. 

Recently Atari have announced 
plans of a new super add-on 
based around the Inmos T800 
Transputer chip, which turns the 
ST into an incredibly fast mini- 
computer A 32-Bit Slitter chip 
handles the graphics, supporting 



Early in 1985 the atling 
Commodore company bought the 
rights to the Amiga project from 
ex-Atari Jay Miner, much to the 
displeasure of Jack Tramiel who 
had only recently bought Atari (the 
legal wrangles continue to date). 

With rumours of an Atari 16-Bit 
based machine. Commodore 
were under duress to release the 
Amiga and , as with the ST t the first 
batch to surface were rushed, 
having a bug-ridden operating 
system that loaded in from disk. 

While Atari targetted their 
machine at the lower end of the 
market, the Amiga, complete with 
impressive graphics and multi- 
tasking capabilities was pushed 
as a business machine-cum- 
executive toy. It is generally 
regarded that Commodore got it 
completely wrong, and while the 
Amiga floundered in the no-man's 
land of the 'serious amateur', 
Atari's ST was busy building up a 
strong public following and a 
similarly large software base. 

Initially, the Amiga appeared as 
the A1000. looking every bit the 
serious computer, complete with 
a colour monitor perched atop the 
hardware case, separate 
keyboard and a mouse- Sales 
were rather poor and the decision 
was made to release the more 
compact and considerably 
cheaper A500, which appeared in 
the Autumn of 86. 

The A500 saw the first real 
attempt at taking Atari on at their 



own game, with the hardware, 
keyboard and disk drive contained 
in one case. Unfortunately a 
standard TV modulator was still in 
omission, leaving the necessity of 
a monitor. 

The Amiga uses the Motorola 
68000 16/32 bit processor, 
running at a clock speed of 7.14 
MHz. This is a touch slower than 
the ST. but more than makes up for 
this deficiency by the addition of 
multi-tasking custom chips which 
handle many graphics features on 
their own, leaving the main 
processor to run the bulk of the 
program. Screen resolution has 
four modes: 640x400, 640x200 
and 320x400 with 16 colours 
(chosen from a palette of 4096 
colours) and 320x200 which can 
support up to 32 colours on- 
screen. There's also a 'hold and 
modify 1 (HAM) mode which 
displays all 4,096 colours on- 
screen, although it only works with 
static pixels. 

Musically, the Amiga is superb, 
with four, nine-octave FM stereo 
sound channels, and a novel built- 
in speech synthesiser. The A500 
also has eight hardware sprites, 
hardware scrolling and a bit Slitter 
for the high-speed transfer of data. 

The machine that members of 
the public are most likely to get 
their hands on. can be obtained for 
around the £460 mark, which 
includes the A500, mouse, 
external TV modulator and some 
bundled games and blank disks. 



i 





obtained from Metacomco, a 
British 68000 company, who were 
also responsible for AmigaDOS. 

Atari were so keen to release the 
machine that the first production 
models required the user to load 
the 200K TOS from disk before it 
could be used. New machines 
have a de-bugged version of TOS 
on ROM. 

Late 1985 saw the first 
appearance of the standard Atari 
520 ST in Britain* Unfortunately, it 
also needed an external disk drive 
and a colour or monochrome 
monitor, as no TV modulator was 
present. This didn't stop the 
machine selling in substantial 
quantities, mainly due to Atari's 
Tierce marketing campaign. 

Since then, the original version 
has been superceded by the STM 
with TV modulator, STFM with 
modulator and built-in disk drive 
and the 1 040 ST with one-meg 
memory. Recently Atari have 
released a new breed of super 



16 million colours (yes, 
1 6,000,000) on the lowest 
resolution 512x480 screen. It 
certainly sounds exciting, but we'll 
have to wait until June 1 988 before 
the finished product can be seen. 

Musically, the ST is poorly 
catered for, since the sound chip ! 
is the same as the one used in the 
Spectrum 128 and Amstrad CPC 
range. There are three separate 
eight-octave sound channels and 
a separate white noise channel. 
However, the addition of MIDI 
(Musical Instrument Digital 
Interface) ports allow direct 
access to any MIDI compatible 
synthesisers. There's plenty of 
MIDI software on the market, ana 
the machine is used by many 
professional musicians, including 
Midge Ure. 

Pricing is one of the Atari's * 
strong points, with a complete and 
ready-to-run 520 STFM currently 
retailing around the £260 mark, A 
1 040 STF with 1 Mb drive retails at 
around E4G0. 
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WHAT THE PROGRAMMERS SAY 




To present a (hopefully) balanced 
account of both machines, the 
ZZAP! team interviewed several 
programmers who have been hard 
at work with both the Amiga and 
Atari ST. The first iamb to the 
slaughter was John Darnell, prog- 
rammer of Dragon's Lair, Escape 
from Singe's Castle and Starpa ws. 
who has been working on an 
Amiga for a couple of months. 

He has strong feelings about the 
way the Amiga has been mar- 
keted. * Commodore botched it' 



American magazine called Byte 
who runa'Bits' network (similar to 
Compunet) and everyone spends 
their time on it discussing the bugs 
in the Amiga operating system! If 
you go via the OS, you lose 20% of 
your processing time, so you have 
to ditch that. If you do want to learn 
how to use the machine, you have 
to spend another £1 1 0 on the 
equivalent of the 64*s program- 
mers guide, and then you have to 
read it all at least twice! I went to 
the Commodore show, and said to 





ROVER POWITHOHC 



a heretic!' 

Next, we spoke to Peter 
Johnson, author of ST Arkanoid, 
who's currently working on Atari 
and Amiga versions of Wizball. 

'The STs power ties entirety in 
the 68000,' he says. 'It's a bit like 
the Spectrum, where everything 
has to be done via the CPU. This 
means that most ST games will be 
slower than the equivalent games 
on the Amiga. The main handicap 
of the ST is the screen layout which 
makes scrolling difficult to 
achieve. You have to store large 
chunks of the graphics in memory 
and manipulate them before print- 
ing them to the screen, which 
takes up a lot of memory and pro- 
cessor time. You can cheat, of 
course, by limiting the number of 
colours or reducing the number of 
(software) sprites and making the 
playing area smaller. The sound 
chip is pretty bad too, but one way 
around this is to have a MIDI out- 

► Ian Oliver and Andy Onions 
ot Realtime Software 



put so that people with MIDI 
synths can hear the music that 
way. Arkanoid does that. 

'In the future, new techniques 
will certainly evolve, but the lack of 
internal hardware In the ST means 
that there are no things to perform 
tricks with, like sprite multiplexing 
or sprites in the border.' 

Andy Onions and Ian Oliver 
from Realtime Software, program- 
mers of Spectrum Starglider and 
Rainbird's forthcoming Carrier 
Command, also agree with this. 
' First of all , you have to realise that 
the ST is much cheaper and sim- 
pler. There's little assistance from 
the machine when you write a 
game - it's just a big screen. 
Creating sprites and the suchlike 
is also down purely to the power of 
the processor. To save processing 
time, we always write direct to the 
hardware, ignoring the operating 
system. The OS on the ST is abys- 
mal - but it works. Oddly enough 
the majority of software houses 
are leaving the operating system 
on . .. 



exclaims John. ' The whole thing is 
very reminiscent of the 64 versus 
Spectrum fight of a few years ago. 
The 64 was obviously the more 
powerful machine, but while Com- 
modore pushed it as a potential 
business computer, Sinclair was 
quite happy selling the Spectrum 
to the general public and creating 
a huge software and user base. " 

'There's no doubt that the 
Amiga is a more powerful machine 
- it's absolutely incredible and it 
will be years before its full power is 
touched. The ST is good, but it just 
doesn't have the same potential. 

'The main argument is the price. 
Joe Bloggs in the street goes into 
a computer shop and sees both 
machines. They're both labelled 
as 16-Bit, but the ST's sitting there 
with a £299 price tag. His choice is 
obvious. Basically, the Amiga 
hasn't been marketed properly. 
That's not to say that it will flop, 
though - it's too good a machine. ' 

His grievances don't only lie 
with Commodore's marketing: 
'Their support for the Amiga is 
pretty bad. They spent millions 
developing an operating system 
that no-one needs and which is 
still full of bugs. In fact, there's an 



the people on the Amiga stand, I 
don't want the operating system. I 
was looked upon as something of 
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"The Amiga Is just the opposite: 
it does it alt for you. Technically the 
ST has no advantages over the 
Amiga - with the possible excep- 
tion of the disk drive and a fraction- 
ally faster clock. But then, you get 
what you pay for. If the Amiga was 
the price of an ST. no-one would 
be buying STs. The A500's a 
beautiful machine, but priced 
wrongly. You can now get an ST 
for the price of a Spectrum + 3. No- 
one in their right mind would buy a 
new 8-Bit machine these days, 
and the + is totally overpriced . We 
don't know how Atari do it. At the 
price, it's a bargain. 

'The main problem at the 
moment with the Amiga is the soft- 
ware base: the games are still 
expensive and it will take time to 
increase the amount of users. It's 
the development time that costs. 
We could knock cheap games out 
in three weeks, but they'd be rub- 
bish. Then again, we've already 
seen some full-price rubbish on 
the ST. The price of games has a 
large influence on the sale of the 
machine. The Amiga might be 
caught in the same trap as the 64 
was when it first came out. The 
hardware was expensive, so the 
software was priced accordingly. 
Then the price of the 64 came 
down, but the software remained 
the same. This could happen to the 
Amiga/ 

Graftgold's Andrew Braybrook 

is a staunch Amiga fanatic and 
launched into the discussion say- 
ing: 'It annoys me when people 
say the Amiga and ST are similar. 
The Amiga has loads of custom 



Morpheus, which only filled 64K< 
How long will it take to utilise all the 
available space of a half meg? You 
have to have more than one man 
on each game, and use utilities. 
You can't really do graphics in hex. 
so development software is also 
important. 

'At the moment Amiga games 
tend to be converted from the ST. 




► Andrew Braybrook hard at work 

capabilities while the ST has little 
extra chip support. The ST has the 
opportunity for a Slitter upgrade, 
but you can't write for it until 
everyone has one. 

'Writing software is a totally dif- 
ferent ball-game. The ST is effec- 
tively 1 empty' and you have to fill ft 
up, whereas the Amiga has lots of 
potential for writing to the built in 
custom chips. You have to obey 
the rules of the operating system, 
which involves hacking your way 
through the expensive manuals. 

1 Time is a major problem: it took 
about 1400 man hours to write 



but neither one is being pushed at 
the present time. Games aren't as 
polished as they should be and 
Amiga owners are snobbish: they 
don t like to see their machine 
doing things that others can do! 
Both machines should be compar- 
able until around the end of 1989. 
but after that the superior graphics 
of the Amiga will lend itself to 
polished arcade conversions while 
the ST might go for games which 
rely more on number-crunching. 
The Amiga will be a true arcade 
quality machine, and the ST more 
of a thinking man's machine. 



Tm certainly glad that both 
machines are around. I don't want 
to see either disappear. There's 
plenty of competition which 
pushes the programmers along/ 

Finally, we spoke to Steve Bak , 
whose extensive 16-Bit works 
Include Goidrunner, Jupiter Probe, 
Karate Kid II and Battleships. He 
admits 'the operating system on 
the Amiga is really bad. The first 
thing I do when working on either 
machine is to completely destroy 
the OS* so that it never interferes 
with the program that I put in. In 
this way I can save 80K on the ST 
and 1 00K on the Amiga. 

'I can certainly understand the 
debate that surrounds them. I 
mean, who's going to spend four 
or five hundred pounds on a 
machine and then say it's a load of 
rubbish? I disagree with the 64 and 
Spectrum analogy though, a 
closer comparison would be to the 
64 and Am s trad. 

' I'm sure that the ST will be more 
successful in the long run. Atari are 
right behind the machine. Atari's 
boss knows what direction to go 
m. and his staff know what direc- 
tion to go in -the technical support 
is brilliant. 

1 Unfortunately, the same cannot 
be said about Commodore: they 
still insist that the Amiga is mainly 
a business machine, and are actu- 
ally discouraging the production of 
games. I phoned Commodore and 
asked about a development pack 
for the Amiga. I was working for 
Microdeal at the time, and the 
reply I got was, and I quote. ' it you 
have games in your catalogue we 
will not sell you a development kif. 

'From a programming point of 
view the Atari is faster than the 
Amiga. Metacomco's assembler 
runs about 50% faster on the ST t 
due to the clock speed - the 
Amiga's complicated operating 
system slows it down. The Amiga 



has the Blrtter. but it Isn't as Impre- 
ssive as Commodore would have 
us believe- When the Blrtter is run- 
ning, the main processor can't be 
used, and it's only useful for mov- 
ing large objects around, rather 
than, say, small lumps of graphics 
for scrolling, 

'There are other things like 
speech. The Amiga handles it bet- 
ter, but at the expense of memory. 
The 40 seconds of speech in Gol- 
drunner takes up 140K on the 
Amiga, but only 46K on the ST. 

'A main disadvantage of the ST 
is the single-sided disK drive. The 
Amiga's drive is double sided, so 
we can put twice as much data on 
one disk, as we did for Karate Kid 
//, which had eight backdrops 
instead of four.lt's also more 
economical since we save on the 
cost of a second disk. 

1 Without doubt, the Amiga is the 
ultimate games machine (what- 
ever Commodore would have us 
believe to the contrary), but I look 
at each machine from the inside 
out. I'm not really interested in their 
value, only what I can sell as a 
games writer. In that case, the ST 
comes out tops. ST software Is 
outselling Amiga software by 
about four to one at the moment. 
You can buy an Atari STFM 
cheaper than a 64 and disk drive, 
and the 1 040 ST is about the same 
price as the Amiga. At the end of 
the day, the most important differ- 
ence is the cost/ 



In this article, we have tried to 
remain unbiased, while still pre- 
senting the advantages and disad- 
vantages of each machine. The 
programmers we spoke to offered 
their own opinions, and while 
some readers may disagree with 
their thoughts, this article is not 
intended to kindle a debate. 
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A DOZEN G 



1 C64 CONNOISSEUR PACK 



CMC. C2N MOUSE AND CHEESE (PAINT ART 
SOFTWARE). CLUEDO. MONOPOLY. SCRABBLE CHESS, 
RENAISSANCE. TYPING TUTOR PIUS2JOYSTICXS. 
5 BOOKS 10 BLANK DATA 



CASSETTES AND tOPIECES 
Of EXTRA SOFTWARE 



£1 89.99a 



2 128 COMPENDIUM PACK 



COMUCOORE 1 29 C2N. MUSIC MAKER INTERNA TIONAi 
SOCCER. JACK ATTACK. SPIRIT OF 
THE STONES PIUS 2 
JOYSTICKS AND 
ITB1ANDZ 



£220.00. 



3 PLUS 4 PRESENTATION 
PACK 

PIUS < C2N DATASSETTE. 10 CASSETTE GAMES. 3 
CARTRIDGE GAMES SCRIPT PiuS 
WOROPflCCESSOR BUILT IN 
SPREADSHEET AND DATABASE fk^A Afi 
PLUSJOVSTICK Lf 



4 COMPLETE MUSIC PACK 

CMC COMPUTER. C3N DATASSETTE 5 OCTAVE 
KEYBOARD SOUND STUDtO CASSETTE SOUND 
EXPANDER CASSETTE. PLUS 3 PLAYALONG 
ALBUM CASSETTES A 
PROFESSIONAL 
SYNTHESISER 
INVOUR OWN HOME 



£215.00 



5 MUSIC EXPANSION 
SYSTEM 



FOR USE WITH CM. CMC C*28 
INCLUDES 5 OCTAVE KEYBOARD SOUND S^JDIO 
CASSETTE. SOUND EXPANOER CASSETTE 3 PLAYALONG 
ALBUMS CASSETTE OR DISC PLAYALONG 
ALBUMS AVAILABLE 
SEPARATELY AT £ REACH 



£75.00. 7 



6 SEIKOSHA PRINTER 

COMPATIBLE WITH MOST HAKES Of COMMODORE 
COMPUTERS FEATURES VARIETY Of FONTS INCLUDING 
GRAPHCS AND NEAR LETTER QUALITY REVERSE 
PRINTING. ITALICS TRACTOR FEED AND PAPER 
SEPARATOR COMES COMPLETE 
WITH SERIAL CABLE AND FREE 
EASY SCRIPT WORD ftJAA aa 

PROCESSOR PACKAGE fclQ9i99A 



7 COMMODORE 64C AND 
C2N DATASETTE 



(DATASETTESARE AVAILABLE 
SEPARATELY FOR 
ONLY C27 991 



£149.99. 



8 COMMODORE 1901 
COLOUR MONITOR 



COMPATIBLE WITH MOST COMMODORE HOME 
COMPUTERS HKjH QUALITY RESOLUTION AND SOUND 
RGB AND PAL SWITCH. 
ALLOWS FOR 90 
COLUMN MOOE 



£275.00. 




YOU SHOULD READ THIS 




9 COMMODORE 1541c 
DISK DRIVE 



THIS NEW S'VLE 1 54 1 WSK DRIVE COMES WITH 70 
BLANK DISKS, lOCKABlE DISKETTE STORAGE BO* 
AND 5 PIECES OF DISK BASED SOFTWARE ALL 

INCLUDED 
whe OFFER 



£1 89.99 

10 EVESHAM EXCELERATOI 
PLUS DISK DRIVE 



£159.99 



THE NEW 
AMIGA 500 
WITH OVER 
£200.oo WORTH 

OF FREE 
SOFTWARE & 
ACCESSORIES 



COMPATBLE WITh CCMUOOOftE HOME COMPUTERS 
00ME5 WITH 2C BLANK DfSKS LOCKABLE DISKETTE 
STORAGE BOX PIUS 5 PIECES OF 
DISK BASED SOF^ARE 
AS FEATURED 

11 XSL PHASER COMMAND 
THE INFRARED GAME 
SYSTEM 

XSL PHASER 3U« SHOCTS SAFE INVISIBLE LIGHT 
BEAMS '5C FEET AND MORE AUTOMATIC LASERTAG 
TARGET SENSOR ACCELERA'ED SOUNO AND LIGHT 
SVSnjM ELECTRONICALLY INDICATES HITS SENSOR 
CAN ALSC BE CUPPED ONTO BELTS. SHIRTS. AND HUN*; 
ON THE WAa AS WELL AS WORN ON THE BOOV 
HARNESS SUPPLIED SINGLE PACK INCLUDES: 1 XSL 



PHASER SUN ' HEAVY OCTY 
BOC v HARNESS I HOLSTER I 
'ARGET UNIT 



£29.99 




ALL THIS 

FOR _ 

just£ 



OFFER INCLUDES: AMIGA 500 COMPUTER • MOUSE ■ D'SC STORAGE 
BOX ■ 10 BLANK DISCS • 2 JOY STICKS ■ DE LUXE PAINT • SHANGHAI • 
HACKER II • MUSIC STUDIO 

0**er applies to UK Ma»nlar«j only A1 prortHisgnar?ptop<M'V 1? months 





AVAILABLE NOW FROM ALL GOOD COMPUTER OUTLETS 



Complex. AHerton Road, Woolion. 
erpool. Merseyside. L25 7SF. 
telephone: 05 1 -428 9393 Telex: 627520 





COMING SOON TOA1 6-BIT 
MACHINE NEAR YOU 




Realtime Software, programmers 
of Spectrum Starstrike and 
Starglider, are currently working 
on Carrier Command, a combat 
simulator for both the Atari ST and 
Amiga. 

The pfayer takes control of a 
futunstic aircraft carrier, equipped 
with four aircraft and four tanks, 
and conquers an archipelago of 
some 64 islands. The computer 
controlled enemy has the same 
weapons and equipment, so a fair 
degree of cunning, dextral ability 
and strategy have to be applied if 
the mission is to succeed. 

The game features filled-in 3D 
graphics which run smoothly at an 
awesome speed, and look incred- 
ible. Carrier Command should be 
available towards the end of the 
month on both the ST and Amiga 
with a £24.95 price tag. 




Dick Special has to negotiate all 
manner of strange hazards in his 
Search for Spook 




Realtime's Carrier Command boasts some oxtremety fast, filled-in 3D 
action 

Simulator, which is potentially the 
greatest breakthrough in com- 
puter wargaming to date. 
The UMS is a wargame con- 



After seven years of program- 
ming, American designer 0 E2ra 
Sidrah is putting the final touches 
to his epic Universal Military 



Magnetic Scrolls' latest game, Jinxter, features static graphics of their 
usual high standard 




structlon kit. allowing the player to 
pit an army of his own making 
against the massed forces of any 
other (ranging from a gang of 
spear-wielding savages to the 
most modem of NATO forces). 

The battleground is displayed 
as a 3D grid landscape and con- 
tains many topographical features 
which are easily redesigned to 
represent any area of the world. 
There are also options to add 
cities, forests, deserts and rivers 
to add an extra touch of realism. 
The potential for creating battles is 
incredible, with almost infinite 
possibilities. Now you can pit a 
German Panzer Division against 
the entire Roman Army - on a Mil- 
ton Keynes battlefield! 

Armies are represented by icons 
and labels, and the proceedings 
are conducted using a com- 
prehensive series of pull-down 
menus. The depth of play is 
phenomenal, with facts and 
figures for every aspect of play. 

UMS is available now for the 
Atari ST for £24.95. with an identi- 
cal version for the Amiga following 
in December. 

Jinxteris Magnetic Scrolls' fol- 
low up to The Pawn and TheCutld 
of Thieves. Set tn modem day 
Aquitania (on the borders of 
Kerovnia), the story revolves 



around the player's quest to find 
seven links of a fragmented magi- 
cal charm bracelet which previ- 
ously protected the land from bad 
luck. Carrying the country's 
remaining good luck, the player 
sets out to recover the seven 
charms. 

As with its predecessors, Jtnxter 
contains many puzzles, served 
with a large dose of humour. The 
accompanying graphics are of a 
similarly high standard to Magne- 
tic Scrolls' previous games, and 
the parser has again been 
improved. Adventurers will be 
pleased to hear that the program 
is currently available for both the 
ST and Amiga for E24.95. 

The Solid Software team of 
Sandy White and Angela Suther- 
land (the duo responsible for Ant 
Attack and Zombie Zombie) are 
putting the finishing touches to 
Dick Special: The Search For 
Spook after two years of program- 
ming. 

The game features detatled, car- 
toon style backdrops and a fully 
animated character who carries 
out a large amount of movements 
smoothly and convincingly. As the 
title infers, the action follows 
Dick's attempts to find and rescue 
his dog Spook, who has been dog- 
napped on the eve of the Mr Dog- 
giverse show, Dick explores the 
hotel and its rooms, avoiding all 
manner of hazards and inconveni- 
ences along the way. 

Dick Special is to be released 
first on the Amiga for £24.95, with 
an ST version to follow soon after. 

The fourth Level 9 release on the 
Rambird label is Time and Magik t 
another compilation of their earlier 
8-Bit games, Lord's of Time, Red 
Moon and Prince of Magik. Each 
adventure is accompanied by 
improved digitised graphics (in a 
similar impressionist style to those 
used in Knight Ore), and an 
improved parser. The package 
offers great value for money and is 
available for both machines at 
£19.95. 

► The Illustrations (or Level 9 T s 
Time and Magik are actually 
digitised from original artwork 





OCEAN 




Sensible Software's superb shoot 
and collect 'em up is soon to be 
available for the Atari ST and 
Amiga, courtesy of Pele Johnson, 
programmer of ST Arkanoid. 

The gameplay is Identical to the 
Commodore 64 version, but the 
graphics are improved, with finer 
sprite and backdrop definition, 
and some lovely effects: the land* 
scape scrolls in smooth parallax 
and the 'feature 1 icons flip over 
when activated. An Amiga Wizball 
<s also in the pipeline, but won't be 
finished before the New Year. 

The other Ocean release is cur- 
rently being programmed by 
Denton Design's Stoo Fotherin- 
gham. Eco is an innovative icon- 
dnven game which follows the 
player's evolution from an insect 
through a possible 
40.000,000,000 combinations of 
possible species, to a higher life 
form. 

Each creature is animated using 
wire-frame graphics - initial 
demos of which are quite superb. 
Exterior factors also come into 
play, such as radioactive meteor 
showers (which mess up your DNA 



strands causing mutations) and 
the usual predatory consider- 
ations. 

Eco should be finished in stx to 
seven weeks with, an Amiga ver- 
sion planned for Christmas. 



The Atari ST version ol Wizball boasts some stunning graphic 



Sensible Software's superlative 64 game has been brilliantly converted 
to the ST, and makes lull use of the Improved colour and graphics 



► Ocean's Innovative and unusual evolutionary game, Eco features some 
superb vector-graphic animation 
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The popular Atari coin-op, Super 
Sphnt, is the first arcade conver- 
sion from Electric Dreams. The 
objective is to race around a series 
of enclosed circuits to the finish 
line, avoiding hazards and the 
other cars -be they human or 



computer controlled. 

As can be seen from the screen 
shot, the game is more or less 
identical to the stand-up version, 
and incorporates all the features of 
the original, including the three 
player option. Atari ST owners 
should be able to buy the finished 
game by the end of the month for 
£19.99. 




► The ST version of Super Sprint has a three player mode, as signified by 
the superb options screen 




Budding boy racers are well catered for with the ST version of 
Supersprint 




* % % * 



Bub and Bob the bubble-spitting 
brontosaurs are back again in 
what promises to be the best com- 
puter version of the arcade hit 
Bubble Bobble. 

For all those unfamiliar with the 
game, it features the adventures of 
two brontosaurs as they travel 
through 100 hazard-filled screens 
to confront the evil Skull Monsta. 

The gameplay is incredibly 
addictive, and it looks almost iden- 
tical to the arcade original. Unfor- 
tunately there are no plans for an 
Amiga version, but ST owners will 
be able to buy Bubble Bobble from 
December. 

Firebird have also been busy 
converting some of their more 
successful Silver Range games to 
the Atari ST. Thrust, W&rnawfcand 
t.Ball are just about finished and 
will be available on the new 1 6-Bit 
'budget' label at around £10. 

The ST version of the almost 
legendary Star Trek is also ready 
for an ' imminent ' release around 
Chnstmas. This Christmas com- 
ing, hopefully. 



• $1 





Not being a company to rest on 
their laurels, US Gold are all set to 
(ollow the incredible success of 
Gauntlet with the officially licensed 
sequel, Gauntlet II 

Set across most formats, 
Gauntlet II should prove a best sel- 
ler when it appears on both the ST 
and Amiga. Plans are also afoot to 
make the 16-Bit conversions four 
player games, using a special link 
to connect two extra joysticks via 
the expansion port at the back of 
each machine. 
Epyx also have a couple of 

Barnes up their sleeve, most nota* 
ly Impossible Mission //, the long 
awaited follow-up to the outstand- 
ing Impossible Mission. IM II is due 
out tor the ST and Amiga very soon 
and follows a similar style of 
gameplay to the first. We wait with 
baited breath . . , 

As with the the earlier Epyx 
sports simulations, California 
Games is also s*t to be convened 
to the Amiga and ST. More details 
when we have them. 
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MIRRORSOFT 




Available soon for the ST is FTL's 
Oids, a complex Gravttar variant 
with enough laser action to satisfy 
even the most avid of blasting 
freaks. There are six increasingly 
difficult missions to tackle, each 
requiring the player to fly down to 
the surface of a series of alien 
infested planets to rescue cap- 
tured soldiers. 



The second ST game from FTU 
is Dungeon Master, an RPG style 
game set in a labyrinthine dun- 
geon. The action is presented in 
first person 3D as a band of four 
characters are directed through 
the catacombs. The game caters 
for combat between the charac- 
ters and any of the dungeon's indi- 
genous species as the player 
seeks out hidden treasures* 

The ST version is at a fairly earty 
stage, but still managed to raise an 



The later levels of Oids tend to get a bit tricky; witness the 23 homing 
missiles! 



















eyebrow or two with some very 
smart graphics. 

Other Mirrorsoft's programs 
include Tetris t a logic puzzle 
game, Mean Streak and Bermuda 
Pro/ect t for both the ST and Amiga, 
Stnke Force Harrier and King of 
Chicago for the Amiga, and 
Spitfire 40, Dej£ Vuand the already 
classic Cinemaware release. 
Defender of the Crown for the ST* 


The missions involve blasting all 
the alien installations and avoiding 
some pretty hefty defences, 
including gravity converters and 
droves of homing missiles. If a 
prison unit is hit, the captives 
escape and are rescued by land* 
ing the ship and allowing the men 
to board. Graphically, O/dsis a real 
treat and the gameplay is abso- 
lutely superb. 


► Stunning graphics add plenty of atmosphere to Mirrorsoft's adventure/ 
RPG, Dungeon Master 
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Kobolds 



IRIAN THE FIST 
iWISON 

;l cid 
us 

IM 



Thp sudden screen 
of battle brings 
your p*pty to a 
but. You face 6 
Kobolds. 

Mill your stalwart 
band choose to 
fi9ht or fc 
Rim? X 




3 
3 
3 
1 
9 
9 



30 
28 
20 
24 
16 
20 




Amongst Electronic Arts' 16-bH forthcoming catalogue is the groat role 
playing game Bard's Tale, which Includes plenty ot high-quality graphics 
to supplement the eerie action 



ELECTRON/CARTS 



The ST conversion of the classic 
arcade game, Marble Madness 
has just been released by Elec- 
tronic Arts, although initial impres- 
sions are disappointing - it isn't as 
playable as the Commodore ver- 



sion* Still, you can decide for your- 
self if you've got E1 9.95 to spare. 

Also available on the Electronic 
Artslabel are Bard's Tale, an RPG 
which boasts some lovely 
graphics, Degas Elite, arguably 
the best an utility available for the 
ST and Deluxe Paint II, arguably 
the best art utility for the Amiga. 




Paul Woakes' Mercenary caused 
quite a stir when it first appeared 
on the Atari XL and Commodore 
64 at the end of 1 985. Rumours of 
a sequel were to remain 
unfounded (The Second City 
being merely an add-on) until a 
couple of months ago. when the 
first pictures of Damocles 
appeared. Still far from finished. 
Damocles boasts some very fast 
and impressive planetary 
graphics, as seen from the cockpit 
of the player's vessel. 



The completed game should 
contain the same captivating 
game style as Mercenary, but this 
time the action is set over several 
planets instead of just one. 
Interplanetary travel will therefore 
play a major role, as well as the 
normal exploratory and trading 
features. The game also allows the 
player to load in his escape status 
from Mercenary and begin the 
mission with the equipment which 
he took from Targ. 

The ST version ot Damocles is 
appearing first, with other formats 
to follow in early 1988. 



Space isn't the final frontier in Damocles 




( 
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The 8-Bit versions of Battleships 
have been recently dropped, the 
general feeling was that they 
weren't strong enough products to 
warrant a C10 price tag- However. 
Elite have decided to go ahead 
and release ST and Amiga ver- 
sions. 

The rules are exactly the same 
as the game played on paper, but 
benefits from animated action 
screens. Battleships is scheduled 



for a mid November release, at 
£19.95, 

The other Elite release is a con- 
version of the popular off-road 
race game. Buggy Boy. The player 
takes control of a beach buggy 
and drives over rough terrain, col- 
lecting flags and avoiding obsta- 
cles such as fences, rocks and 
logs. From the early demos we've 
seen, Buggy Boy looks and plays 
as well as tne original. The ST ver- 
sion is out around December, with 
an Amiga version following shortly 
after. 





£5 
OFF 

ALL TRADE 
PRICES 

YOUR MICRO 
DESERVES THE BEST... 

When your home or business micro costs several hundreds of 
pounds, it deserves the finest repair facilities in Europe (well, 
probably!). And the finest prices - £5 off trade rates for a limited 
period only. ★ How? At Verran we use our own range of advanced 
automatic test equipment {now sold worldwide), backed by 
stringent 2-8 hours soak-rack testing. That means speed, ultra-low 
prices and, most important, guaranteed reliability. For the first 
three months we'll repair any fault free. For the next three, at half 
these quoted prices. * It's the finest service available. 

* Currently we handle over 3500 products on average every day. 
Providing services for such leading companies as Amstrad pic. 
Commodore Business Machines, Sinclair Research, Rank Xerox, 
Dixons, Currys. Boots, W H Smiths. John Menzies and many more. 

* Join them and take up our special offer now. 

Recommended and Approved by 

AMSTRAD ATARI COMMODORE 

ACORN SINCLAIR 

EUROPE'S LEADING 

COMPUTER REPAIR CENTRE 






* IK 
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UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!! 



* With over £500.000 worth ot spares in stock, we 
can mid many of your specialised requirements 
We've listed a ttw eiamples and for anything not 
displayed ,ust call us and well quote immediately 
inclusive of first class posl 



Keyboard Membrane 

Speilrum 
Spectrum Plus 

01 

Metal Temcialri 



SPECTRUM 

280 CPU 
UIA6C00I 
Power Supply 
ROM 

4Mb RAMS 

ZTX 650 
21X213 



250 
700 
650 
700 
ft 
40 
4i; 



65 10 Processor 
6525 CIA 
6581S-Jf>D 
901225 Graph* ROM 
90I226B-KR0M 
90122/ Kemal ROM 
9061 14 HpvSe Keeper 
6569 VIC 

4J64 RAMS Memory 



JOO 
BOO 
900 
JOO 



I20C 
1200 
1500 
1000 
1000 
1500 
1000 



Power Supplies 

Cb4 



19 50 
1500 



All the above prices include VAT but please enclose 
a further £ l 50 post and packing on all component 
orders 

MOW TO CONTACT US 

+ For quotes on computers not listed or on 
any component telephone 0276 66266 
(Quoting TAP 1271 

# To tend us your micro lor repair mail rt securely 
packed accompanied by cheque, postal order 
(made out to Verran Micro Maintenance limited) or 
quote your Access or Barclaycard number And to 
obtain your special discount quote 2AP 127 



Verran Micro-Maintenance Limited. Unit 2H & 2J. Albany Park. Frimley 
Road. Camberley. Surrey GU15 2PL Telephone 0276 66266. 



f erran 



jfc Merry Christmas from all of us at verran 



» 
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What if you could buy all these hit games in a 
special pack for the price of one...Wouldn't that be 
fantastic? 

And what if there was an extra FREE 
game included - say the best selling 
martial-arts simulation "Yie Ar Kung Fu" 

Wouldn't that be sensational? 



WELL NOW YOU CAN! 

Its called... 




And of course it's courtesy of Ocean 




SPECTRUM, 
AMSTRAD, 
COMMODORE 
CASSETTE 



DOUBLE 
DISK 



9*95 
17*95 




you 

can buy 
iton 
December 1st 
O.K.? 



Ocean House -6 Central Street- Manchester -M25NS- Telephone: 061-832 6633 -Telex: 669977 
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SuperStar Ice Hockey is the first 

complete computer hockey simula- 
tion. As a player, take the ice as 
centre or goalie. Fire slap shots, hip- 
check opponents, make slick passes, 
block shots. As coach, set up and rotate 
your player's lines. As general manager, 
trade and draft players. 

FEATURES 

1 and 2-player options. Play against the 
computer or another opponent, or play 
against the computer. 

Variety. Play 2-on-2 hockey, 4-on-4, or 6-on-6 
(regulation hockey). 

Exciting graphics and animation. Full player 
movement for up to 12 players on the screen. 
Realism. Compete in a hockey league featuring 
players of varying abilities and ages. 





Commodore 64/128 
Cassette E 9.95 



Disk 
IBM-PC 
Amiga 
Atari ST 



£14.95 
£24.95 
£24.95 
£24.95 




15 WOLSEY MEWS, KENTISH TOWN, LONDON NW5 2DX. TEL: 01 482 1755 

Under licence from DesignSlar Consultants Inc. Sublicensed to Databyte by Mindscape Inc. Mindscape and the Mindscape logo are 
trademarks ot Mindscape Inc. SportTime. SuperStar Ice Hockey, and the SportTime logo are trademarks ot DesignStar Consultants Inc 



Although C inemaw.iro arc relative newcomers to the software scene, they've 
already made a big name for themselves. Their three lb-bit names, Sinbad And 
The Thmne Of The Falcon, Defender Of The Crown and SDI have been widely 
acclaimed, and the Commodore 64 version of Defender Of The Crown has sold 
a record breaking 10,000 disks! How are they RoinR to follow their successes? 
lulian Rignall spoke lo the enthusiastic President of the Cincmaware 
Corporation, Huh Jacob, about future present a turns. 



Cinemaware ftftt launched themselves into the 
software world with the Amiga version of 
Mender Of The Crown. The stunning graphics 
and sampled sound impressed many, and even 
Ihough the game was a little easy to complete, it 
instantly became a yardstick for future Amiga 
software. Shortly after came Sinbad And The 
Throne Of The Falcon, which although not quite 
so visually impressive, had more depth in the 
gameplay. So, what now/ 

We've nearly finished our next game. ' reveals 
Bob, it's a gangster game called King Of 
Chtcago. The end product will have 20 digitised 
sound effects and 30 different tunes. 1 



MM 

1 f 

H 




well, it'll blow you away - Eft being written by 
(he composer of the Oregon Symphony 

Orchestra!' 

Also planned for a Spring release is The Three 

Stooges, an officially licensed game based on 
the old American comedy film characters. 'It's 
being written by the same guy who wrote the 
navigation program for the Space Shuttle. ' Bob 
says. "The sound is going to be very impressive, 
with over 900K of compressed digitised sound 
effects - more than any other computer game. 
The graphics are a mixture of digitised film as 
well as computer animation. We feel that this is 
the first computer program which really takes 



✓ - 



► Defender of rheCroivn-thetarg©stselltng64disk-ba3edgam« to date 



As a gangster game, would King Of Chicago 
be violent? 'We are programming tor an older 
audience, so there'll be a lot of romance and a 
little explicit language, but it's all mild stuff really. 
The trouble is that people go totally overboard 
when anyone mentions sex or violence* tf you 
look around, everything has a sexual element - 
just look at adverts tor example. It shows how 
immature altitudes are towards computer games 
-you put in a little sex and people go crazy!' 

The demo oi King Of Chicago that Bob bought 
along certainly Iooks very impressive - but the 
early demos of two releases scheduled for spring 
next year look even better! The first is Rocket 
Ranger/aFortiescliffhangerserialfeaturingNa/i 
spies, trips to the moon and an unflappable 
hero'. 

Bob expands: 'The game is split into chapters, 
each one ending on a clirfhanger. There are 
plenty of arcade sequences, and the music , , > 



full advantage of its licence- 

lh that case, does he (eel that generally 
licences tend to fall short of their potential* 

'Yes- Look at Laurel And Hardy- it's terrible, 
it has nothing to do with the characters/ And 
then continuing on the licence theme: 'The thing 
is, in Britain people think that they can only 
succeed if there are 30 sprites on screen. It's the 
content that counts. In the end it all comes down 
to a matter of time. In the UK it's not 
economically possible to spend time on 
anything. Over in America we spend at least a 
year on a project. We have two artists working 
tor six months, a computer graphics man, a 
programmer and one person working on sound. 
We spend a lot of money on talented 
people ■ . . 

With all those people working away, do they 
find that they are at all limited by the machine*, 
they work with? 



The limitation is with disk space/ Bob admits. 
At the moment we're exploring the potential of 
interactive CD, and with 600 Mb of storage 
there's plenty of room! We're just trying to 
expand our themes. We're trying to appeal to 
people who love interactive experience. There 
are two types of person, one sort who just sits 
ihere and (ikes lo be entertained, and the other 



> The Three Stooges in a custard pi* fight 

type who loves to (oin in - that's the type of 
person we try and attract. We make our games 
easy to get into, so that the casual gamer can 

enjoy them/ 

With plans for interactive CD, will 
Onemaware move away from the humble 



Digitised animation from Stooges 

Commodore 64? 'No.' comes the firm answer. 
'SDI is currently being converted to the 64, and 
that looks really special. If you thought the 
graphics on Defender Of The Crown were good, 
wait until you see the ones on SDI - they make 
Defender'', look like a Spectrum game! We've 
taken the original Atari ST version and 
completely redesigned it , adding six extra arcade 
sequences. The gameplay has also been 
tweaked. After that comes Sinbad 




► Rocket Ranger takes to the air 

There ate also plans for Commodore 64 
versions of Rocket Ranger and The Three 
Stooges and, for Ihe summer of 1 988, Bushido, 
a |apanese type of Defender Of The Crown 
which sounds very promising indeed. It certainly 
looks like Ihe interactive film genre has a very, 
very bright future ahead . - . 
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ZZAP! takes a look at the latest and greatest 16-Bit releases 



Palace Software, £14.99 

That controversial slice 'em up 
game is back again - this time on 
the Atari ST and Amiga. Barbarian 
has two options: a head-to-head 
combat practice and mission , 
where the player battles ten 
fighters and a Wizard to rescue a 
maiden. 

Palace sound supremo, Richard 
Joseph has used sampled sound 
effects to create a stunning 
atmosphere. Swishing and 
clanking swords, grunts, screams 
of pain and even gasps of effort 

Gby a perfect part in the action, 
stening to a fight Is incredible - ft 



sounds just tike a Conan film! 

It's a shame there isn't a solo 
practice option, as rescuing the 
Princess stops the action just as 
things are hotting upl Mind you. 
the action is still thoroughly 
enjoyable, with some adrenalin- 
pumping fight sequences. 

Barbarian te definitely the sort of 
game that gets loaded time and 
time again. It plays beautifully and 
has a fabulous 'feel' - you can 
really identify with the fighters. At 
a relatively cheap C15. Barbarian 

offers plenty of gory entertainment 
and shouldn't be missed. 

OVERALL 89% 




TERRORPODS 



Psygnosis, £24.95 

The asteroid Colian' holds a 
wealth of minerals and Is mined by 
the Federation. All goes well until 
the evil Empire attacks and turns 
the placo into a slave labour camp 
with the sole aim of producing the 
vital components of Terrorpods - 
the Empire's ultimate weapon. 

Seeing this as a chance to loarn 
the secrets of Terror pod 
construction, the Federation plant 
an undercover agent in the 
complex, but the Empire find out 
their plans and decide to destroy 
the entire works arid all its secrets. 



Taking the role ot Federalion 
agent, the player attempts to both 
defend and co-ordinate the 
running ol all ten mining colonies, 
by trading the necessary minerals 
which each colony needs, and 
reconstructing units destroyed by 
the Empire. 

Completing the game relies 
heavily on strategy 'as well as 
mindless blasting, the latter ol 
which is accompanied with some 
great sampled effects. The 
graphics aren't bad and the game 
is engrossing, but the C25 price tag 
is a little on the sleep side. 



Hewson, £19.95 

This cross between Paradrotd and 
Gauntlet has been given the 1 6-Bit 
treatment and made even better 

tftanks to some lovely graphics 
and tweaked gameplay. 

The player takes the rote of an 
apprentice Wizard who's hopping 
mad - he's accldenUy turned 
himsetf Into a frog Rather than 
wait for an amphibian- hissing 
Princess to come along, he 
decides lo enter a dungeon and 



steal the Runes of Power h!di«. 
there, a task which requires him t< 
dispatch the 12 Warlocks wh< 
dwell within.. With the missic 

completed he returns to his hapj 
human form B . . 

The action is highly enjovabl 
and requires both thought ant 
quick reflexes to survive Althougl 
it's rather pricey, there's plenty < 
depth and should keep Gauntt 
fans happy tor some time 

OVERALL 79% 




Mewson'a first 16-Bit venture in * slightly tweak**) version of their 
popular GaunHef-stylo arcade adventure, Ranpram* 



OVERALL 69% * Jh0 bul altghily |*rky. p.vnll.i* backgrounds in Twotpods 
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BACKLASH 

Novagen, £19.95 



Paul Mercenary Woakes' 
Encounter was released three and 
a half years ago, and quickly 
gathered a cult following. Now a 
16-Bit sequel has arrived In the 
form of Backlash. 

The first-person 30 action takes 
place on an alien desert, where 
weird aggressors fly (n to attack 
your craft. In some situations there 
are so many things to avoid, blast 
and watch out for, it's almost 
overwhelming. The 3D effect is 
staggering. with beautifully 
detailed objects whizzing in and 
out of the screen at an awesome 
rate. The gameplay is truly dextral, 
and you get completely wrapped 
up with the action. Atari ST owners 
can rush out and buy it now - 
Amiga fans will have to wait until 
after Christmas. 

OVERALL 92% 



Paul Woakes 1 16-Blt version of Encounter- Backlash takes it a few steps 
further . 




Electronic Arts, E24.95 



Chess programs have been wtth 
us since the very advent of 
computer gaming, and now 
theyw taken a new twist with 
Electronic Arts' Chessmaster 
2000. 

All the 1 standard ' chess 
program features are there . 
including twelve levels of difficulty, 
with five further options to modily 
play wtthin those levels, take back 
a move, force the computer to 
move, and set up play, There are 
also several unusual features, 
including speech (with a very 
friendly sampled voice used on the 



4 ft A fl 1 



ST, and the standard bmlt-in 
speech on the Amiga) and two 
modes ol display; 2D 'newspaper 1 
style or true 3D which, unlike other 
attempts, works extremely well. 
Other options allow the user to 
change the piece and board 
colours, load or save part finished 
games and display a phoney 
spreadsheet 1 when the boss walks 
In'. 

Chessmaster 2000 plays a very 
strong game, even on low levels, 
and the wealth of options and 
friendly speech make it highly 
enjoyable to play It you're after an 
Amiga or ST chess game, this Is 
definitely the one to buy. 

OVERALL 86% 



.11 vi U V 




Psygnosis, £24.95 

Not to be mixed up with Palace's 
namesake, this arcade adventure 
from Psygnosis puts the player 
into the role of Hegor the 
Barbarian. 

After seeing his father brutally 
slain while battling a ferocious 
dragon. Hegor vows to destroy the 
monster. The story of Hegor Is 
recounted In the 14-page booklet 
that accompanies the game, 
which carries on where the tale 
ends. 

Hegor (s icon controlled, and 
accessing each one with either the 
mouse or joystick allows the 
savage one to run, jump, pick up 
items, attack and defend, and if 
the battle isn't going to well. flee. 
Although appearing quite 
unwieldy, this system works 



surprisingly well. 

The loincfothed hero moves 
across each static screen until he 
reaches either edge. The screen 
then rapidly scrolls across to show 
the next location, in a sort of 
pseudo flick-screen style. 

Graphically, the game is very 
smart, with good use of colour and 
a suitably earthy, primaeval feel to 
it Hegor and the inhabitants of this 
strange world are neatly drawn, 
although the animation is lacking 
polish. 

Each time Hegor attempts a 
strenuous motion, a digitised 
grunt issues forth, and attacking 
monsters also let rip with some 
effective, gutteral noises. 

Barbarian has plenty of depth 
and should appeal to arcade 
adventurers who like a slice of 
action. 

OVERALL 81% 



The first 16-Blt Icon-con trolled, bash 'em up arcade adventure. 
Barbarian 




THE SENTINEL 



Firebird, £19.95 

Hailed by many as one of the most 
innovative pieces of software ever 
written. The Sentinel is now 
available In 16-Blt form. The 
gameplay is identical to the 
original 8-Bit versions, but the 
graphics are slightly clearer and 



run much, much faster. There's 
also a new 'help' feature which 
allows the landscape to be viewed 
from far above, so that the player 
can see exactly where he is. 

When ZZAP! reviewed The 
Sentinel last year it was felt that It 
was in a class of its own and defied 
ratings. We say the same about 
the new versions - . . 
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Tiiuiy in 




ii 



1 (3) THE LAST NINJA (16%) 

Systems 

2 (4) WIZBALL (9%) 

Ocean 

3 (8) BARBARIAN (8%) 

Palace 

4 (-) BUBBLE BOBBLE (7%) 

Firebird 

5 (2) LEADERBOARD (5%) 

US GolO/ Access 

6 (1) WORLD GAMES (5%) 

US Gold/Epyx 

7(77; WORLD CLASS LEADERBOARD (4%) 

US Gold/ Access 

8(5; GAUNTLET (3%) 
US Odd 

9 f76; CALIFORNIA GAMES (2%; 

USGoW/Epyx 

10(7; ELITE (2%) 

Firebird 



11 (9; URIDIUM 

Hewson 

12(77; KIKSTART II 

Mastertrontc 

13 (10) THE SENTINEL 

Firebird 

14 (12) GUNSHIP 

Mtcroprose 

15(6; DELTA 

Thalamus 

16(7fl; DEFENDER OF THE CROWN 

Mcrrorsoft 

17(73; SANXION 

Thalamus 

18(75; HEAD OVER HEELS 

Ocean 

19 (-; ZYNAPS 

Hewson 

20 (79; MERCENARY 
NOuaQBfl 



21 (20) NEMESIS 

Konami 

22(27) ROADRUNNER 

US Gold 

23(27; I, BALL 

Firebird 

24 (-; BOULDERDASH 

Prism 

25(74; PAPERBOY 

Elite 

26 (22) INTO THE EAGLE'S NEST 

Pandora 

27 (26) STAR PAWS 

Software Protects 

28 (24) GREEN BERET 

Imagine 

29 (-; MEGA APOCALYPSE 

Ma/lech 

30 (-; RENEGADE 

Ocean 
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DECEMBER 1987 



/ # 
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1 (3) DELTA (36%J 

Thalamus 

Main Theme - Rob Hubbard 

2(1) SANXION (12%) 

Thalamus 

Loading Music - Rob Hubbard 





LlKi [411 idll 




3(4; THE LAST NINJA (9%) 

System 3 

Title Tune - Ben Daglrsh 

4H MEGA APOCALYPSE (7%) 

Martech 

Main Theme - Rob Hubbard 



6 (2) GREEN BERET (5%) 

Imagine 

Loading Mustc - Martin Galway 

7(5) \,BALL(4%) 

Firebird 

Main Theme - Rob Hubbard 

8(6) ARKANOID (2%) 
imagine 

TWeTune - Martin Gafway 

9(10) GAME OVER (2%) 

Imagine 

Title Tune - Martin Galway 

10 (8) FLASH GORDON (2%) 

MAD 

Main Thome - Rob Hubbard 
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When the Creators of 
PARALLAX and WIZBALL 
decide to give away their Trade Secrets 

it has to be Something Special . . . 



SENS 



B L E 



SO FTWARE'S 




IT IS! 




v 





Available from all good computer game stockists or T^^ 552 ^ 

Send Cheque/Postal Order for £14.95 (Commodore 64/128 

Cassette) £19.95 (Commodore 64/128 Disk) plus 80p P&P 

Access and Barclaycard Holders telephone 01 -278-0751 

Outlaw Productions. 275 Pentonville Road, London N1 9NL ^f" 

part of the PALACE Group of Companies. mj [ - 




THE COMPLETE 
SILVER RANGE 
ON OFFER IN THIS 

AMAZING 




To celebrate the launch of 
Firebird's new up-market 
£2.99 budget label, Tele- 
comsoft have decided to 
give away THE ENTIRE 
Firebird 199 Silver Range 
to the lucky winner. 

There are also ten run- 
ners-up prizes of five of 
the latest releases of their 
choice. The first prize 
includes normally out-of- 
stock games and could 
tot up to well over 40 titles 
- so, if you fancy owning 
the definitive Firebird 
budget collection, read 
on. 

Listed below are five 
anagrams of famous Fire- 
bird one ninety-niners. All 



COMPETITION 



1) FANS OF NICE BRAVES 

2) HANDY BHAGEE RIVER 

3) AH, KIRLY PODS 

4) NIKKY THESNOG-WIG 

5) TOWN WATER PILL 





you have to do is 
unscramble the letters to 
reveal the correct title. 
Simple eh? 

Put your answers on a 
postcard, or the back of a 
sealed envelope and 
whizz your entries to us 
at: FIREBIRD FORTY 
BUDGET COMP, ZZAP! 
TOWERS, PO BOX 10, 
LUDLOW, SHROPSHIRE 

SY8 1DB, to arrive no 
later than the tenth day in 
the month of December, 
this year. 

Names, addresses, 
telephone numbers, blah, 
blah, blah. You know the 
routine. Get cracking! 



EOS 





mmtur*s . . . 

Extremely compatible 
Xt pllent value 
Compact size 
Emm reliable 

LOW frOISe 

External 8/V switch 
Rhvp rev»ew\ 
Attrar tn/p appeararn p 
Turbos no problem 
Of** /ear guarantee 
Run 1 . * 001 




UNDLINi 
DFFER 




rperb bundling off 
comblrwi th# 
c*lly acclaimed 
Excelerator * with tl 
\upef \ophisUCdtPrl GEOi 
(Graphic EnvtronrriPMl 
Operating System) GEO* 
w [hp Gf M likr ';prMtu^ 
system for The 64/1 ^8 'rorr 
which you tan access 





Your 64 could look 
like this for Just . . . 

£19.95 




Ev esham 
Micro? 



1 1 




3 
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'AC - the world's mi 
famous computer character 
is back. There are many 
imitations but only one 
original PAOLAND. 
This superb conversion of 
the internationally famous 
coin-op is not to be missed. 





obtain your copy of PAOLAND direct from Argu* Press Software - Post and packajpnji 
Write now or send with a cheque or postal order toe 

BSt L Distribution, Units 1 &. 2, Cordon Development, Water Lane, Darwen, Lanes. BB3 2ET. 

iC 

Address . . 
Town 

or Phone 01-439 0666 • our Credit Card Hotline 





YOUR BEST EVER NIGHTMARE!! 



OkSfM^ CtlM'-tlPVM tm*: 
U^(HI ft >. 




Knightmare the computer game uniquely combines the best 
elements of traditional adventuring with some hot arcade action 
i and provides puzzles and riddles of a varying nature not found 

0 before in computer games. j 

1 Mail Order: Activision (UK) Ltd, Units 3 4 4 Lloyds Close, i 
lk Finedon Road Industrial Estate, Wellingborough, 

L* Northampton NN8 4SR. Tel: (0933) 76768 

Commodoie 64/08 Cmwttif |K 99) and Dt&h (ffl 99) 

IX Spectrum 48MZBW I (E9 99) Amstrod CPC 
Cosiene (f9 99) and Disk (04 99) Alan SI (W99) 



ACTIVISION 



Copyright 198/ Afiglm television Gunie copyright rV8/ 
Actmswfi (UK) ltd All nghh reserved 




PF/. 



PBM AVALON 




The chronicles of the Knights of the Av 
1 00 player computer moderated Fanta! 
game from JADE Games. Startup is FRE 
turns costing 70p, players outside of the 
game features, 1000s of player armies ; 
stantly involved in conquest, a pla 
1,250,000 sq miles with over 100,00 
highly developed class system of squires 
etc fighting to become emperor. An e 
system with 1000+ trade items, mercha 
banks, stock markets and trade treaties, f 
on a planet wide network of temples an 
Players having the choice of acceptir 
twenty existing gods or creating their 
religion. A hierarchy of gods capable of 
tion with players. Alliances of trade, r< 
and military might + MUCH MUCH A 
limited only by the players imagination. 



For a FREE startup write t 
JADE Games, FREEPOST, Sol 

Hants, P04 0BR 
(no stamp required) 



FOOTBALL MANAGEMENT 

Trw*# CI«Wc FoottwM M*n*g*m»nt Stntegy Oim« » tor all *nihu**a*U, Each of thm QUAL- 
ITY gamut packet wrlh GENUINE FEATURES to ma*a th#m tb» moil REALISTIC around. 

PREMIER LEAGUE 

A COMPREHENSIVE LEAGUE GAME - Play aH iMrnt horn* ft away Ful squad detail all teams 
Injuntt, Team styles. Irvmatcn sutodtjiav Named & recorded 90a! \co*ets. Comprehensive trans- 
lar nam, 5 Skill kwtto. Financial probl«m«. Team Training. Continuing Seasons, Save aame h 
Oopoiitfon 5e«t Strongest feam ana MUCH MUCH MORE) M/tZfifc Commodore £6.50 



WORLD CHAMPIONS 

A COMPLETE WORLD CUP SIMULATION - From tne first fnendhw, qualrfywig stage*. tour mat c*e* 
and on to the FINALS - Select from squad o* 25 players, 2 IrvMalc* mbstitutes allowed, Discipline 
labia, 7 Sk* teveis and MUCH MUCH MORE' Includes a fuM teit match siiWatuyi with \nry**. 
Bookings. Sending off. Corners, Free k*ckz v Match timer Injury time Eilra lime. Goat timet and 
MORE' 64/12flfc Commodore €796 

EUROPEAN II 

CAPTURES THE FULL ATMOSPHERE Of EUROPEAN COMPETITION - Home 4 amy logs. Away 
gow count double (tf drawn). FJ penally shoot out (with SUOOEN DEATH). 7 Skill tevels, 2 subs 
allowed. Pre-match team news, DisapHne tab*e. Full team & substrtute aalaclion, Disallowed Goals 
and MUCH MUCH MORE! Plus FUU TEXT MATCH SIMULATION 64/ 128k Commodore C7« 

FANTASTIC VALUE - Buy any 2 gamas dert/cf £2.00; buy mH 3 games detfoef tXOO 
AH games ara available tor tMMEDtATE DESPATCH by Iff CLASS POST and include FULL 

INSTRUCTIONS (sdd ft 00 oulstOe UK) 

From E ft J SOFTWARE, Room C3, 37 H|«Mi^BIIWW*mBII7U 



AT LAST! 

COMMODORE 



AT DISCOUNT PRICKS 



OA 6526 

MPU 6510 

PLA 9061 140] 

ROM 90122641 



£11.95 
£11.99 
£9.99 
£9.99 



ROM 
ROM 
SOUND 
RAM 



901227-03 
VOI225-OI 
6581 
4164 



£14.99 
£9.99 
£14.99 
£2.49 



C64 POWER SUPPLY UNITS £19.99 
AH pritcs include posi & packing, handling and VAT - send your faulty computer 
and P.S.U. for estimate and repair from £9.99 + pans + VAT. 
AMIGA A500 £479 - A500 DISCOUNT SOFTWARE 

SEND CHEQUE/P.O. ACESS/VISA CARDS WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS. BLACKPOOL, FY5 3NE 

Tel. (0253I82270S 

TRADE ENQUIRIES WELCOME Send large S.A.E. for full list 



FRSTCOriPUl 






VIDEO VAULT INTERNATIONAL 

10* REPAIR SERVICE 







COMMODORE 64 REPAIRED FOR ONLY £35.00 including POST* 
PACKING PARTS INSURANCE - NO HIDDEN EXTRAS I 



Are you fed up witting *Mfcs for 
your computer to De repaired 
weiiwartno longer werepairail 
Commodores wrre day wealso 

oo Com itwcao. 
plus 4. or you can oraer 

me Replacement Chips from our 
D.LY. section 



* 
* 



While you wan repair service * 
5 monm written guarantee on an 

repairs * 

international Repair company We * 
repair computer* from alJ over tne 

world w 

AJI Computer* sent Mailorder turned * 

around mwnra * 




TRADE SUPPLIED 
FROM STOCK! 




Most Commodores repaired 
witnmirw 

aji Micros insured for return journey 
OverB years experience working wirn 
computers. 

AU computers fulry tested 
Power supplies fully tested 
RGB output fully tested : G/ ». e 





V$*)W£§SM8M! D.I.Y. SECTION- 



Telephone: Glossop (STD 04574) 66555/67761 
140 High St Wesl. Glossop. Derbyshire, England 



Copyright videovauit Ltd No 151085 



if you know what cnip has gone in your computer you 
can order the replacement LC from our range. 



6526 


23.00 


901225-01 


23.00 


6510 


23.00 


6569 


23.00 


6581 


23.00 


4164 RAMS 


3.00 


901227-03 


23.00 


Power Supply 


901226-01 


23.00 


Units 


29.00 




Ail prices include VAT., please ADO £1.50 to cover 
P & P and handling costs, insurance. 
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The nAHewson blockbu^ 



Spectrum 
Cassette 7.95 

Commorodore 

Cassette 8.95 

Disc 12.95 



A 




N 



rclaycard Hewson Consultants ltd 





> 



FOREVER 
*> BLOWING 
BUBBLES 



Firebird's fabulous Bubble Bubble 
arcade machine competition stir- 
red up an incredible amount ot 
interest as readers sent in their 
designs for the side of a Bubble 
Bobble arcade machine. 

The competition was run across 
both ZZAP! and CRASH, and 
we're pleased to say that a ZZAPt 
reader - Matt Lyon of Hampshire. 
RG22 5RH - is the very lucky win- 
ner. Congratulations Matt! A fabul- 
ous Bubble Bobble arcade 
machine is all yours! 

There are also 25 runners up 
pnzes of a copy of the game - the 
lucky winners are - . , 



9> 




THOSE 
WITH AN 
ARTISTIC 
BENT 



Ralnbird were so pleased with 
their Advanced OCP An Studio 
that they offered an airbrush com- 
plete with hose, three cans of 
propellant, a set of ten airbrushing 
inks and a copy of OCP Art Studio 
to the reader who could draw the 
best picture of Rockford in his 
studio. Our favourite was sent in 
by W A Chetwynd, Warks, CV1Q 
ODR. There are also ten runners- 
up prizes of copies of the Art 
Studio, which are claimed by . , . 



Nial Ouee, N. Ireland, BT19 1 DD; 
Stephen A Graham, Cumbria, 
CA2 70S; Aten Skinner, 
Orpington, Kent; Clive Bevan, 
Gwent t NP4 OEY; David Knox, 
Scotland, EH165HQ; PeterSkel- 
ton t Northern Ireland, BT21 OPO; 
Danny Biom, Birmingham, B1S 
2NG; Hayden Duvall, Merse- 
yside, WA11 9JY; Peter Cum- 
mings, Ripley, Derbys, DE5 8JF; 
John Haigh, South Yorks, S71 
1XA. 



STREAKY MEAN 



in preparation for the release of 
their futuristic motorcycling game. 
Mean Streak, Mirrofsoft decided 
to offer an adventure day out with 
the ZZAP! team for five people. 
Those lucky {or unlucky, however 
you view it) are Simon Taylor, 
Leics, LE7 7PX; Spencer Ton-, 
Beds, MK44 3JP; Steven Fran- 
cis, Essex, SS11 SNA; Jamie 
Dunning, Cornwall, PL15 8HN 
and Kevin Burton, South- 
ampton, S04 4FL-. 

Fifty runners-up each receive a 
specially made Mean Streak key 
fob. They are . . . 

Philip Wynn, Lancashire, WN8 
9BD; Ian Lowe, Surrey, KT9 2EY; 
Nicholas Lee, Cambs, PE17 
3SR; S B Woods, Goole, DN14 
90D; Paul Dorritt, Elizabeth Bar- 
racks, BFPO 29; Mark Ratclrtf, 
Kent, CT4 50H; Graham Taylor, 
Oxon, OX8 7EW; N Reynolds, 
Surrey, KT9 1X0; T Y Barlow, 
West Yorkshire, WF5 9RB; 
Richard Sykes, West Yorkshire, 
BD16 1LB; Stephen Keach, War- 
wicks, CV12 9PU; Paul Taplin, 
Derby, DE3 2HS; Mark Taylor, 
South Glamorgan, CF6 5AH; 
Scott Graten, Tyne and Wear, 
NG25 8RE; Lawrence Bowyer, 
Berkshire, RG7 3NN; Jason 
Baker, Kent, CT1 1TS; Michael 
Dutton, Birmingham, B33 8E0; 
Sebastian James, Powys, LD6 



2HL; Phil Yard, Surrey, CR2 OBN; 
Philip Ruxton, Essex, C03 3SD; 
Daren Parr, Notts, NG16 6QW; 
Justin Malllnson, Nottingham, 
NG13 8SP; Gary Smith, Notts., 
NG9 1QA; Robert Dilks, Notts, 
NG9 4DL; David Horton, West 
Midlands, WV6 OTQ; Nichola 
Cobner, Gwent, NP44 5AF; Neil 
Stewart, Glasgow, G41 4DF; 
Robert Macintyre, Cheshire, 
SK8 3AT; Matthew Kibby, Bris- 
tol, BS19 2RG; A Marshall, Mer- 
seyside, L35 OPQ; James Wit- 
ney, Lines, LN13 90S; Mr C D 
Lloyd, Hereford, HR4 7EN; 
Stephen Downey, Northern Ire- 
land, BT14; Daniel Taylor, Leics, 
LE6 1LB; R Wallman, Surrey, 
RH7 60F; Thomas R Macdonald, 
Lanarkshire, ML7 5AR; Russell 
Ayres, Bristol, BS65AN; Michael 
James Brown, West Yorkshire, 
WF5 OOD; Anthony Goddard, 
Oxford, 0X2 7TE; Barry Bolton, 
Billingham, TS23 1DW; Alasdair 
MacLeod, Isle of Lewis, PA37 
2HB; Jason Taylor, West Mid- 
lands, WV12 5AR; R Marshall, 
Merseyside, L35 OPO; Andrew 
Sharp, South Yorkshire, DN5 
8PJ; A J O'Donovan, Hampshire, 
S02 4BQ; Zzap! Reader, Oxon, 
RG9 5AR; Shouma Khan, Lanes, 
BL5 2QP; Ter|e Hansen, 
Kongsberg, Norway; Barry Mar- 
kay, Surrey, RH6 9RP; Simon 
Bell. Worcs. DY10 3YU. 



CHART VOTING DRAW WINNERS * « . M „ 

WINNER (£40 worth of software plus ZZAP1 T-Shirt): D M Edwards. 
Sutton Coldtield B74 3HS 

RUNNERS UP (ZZAP! T-Shirt and Cap): Wart C^i'mbie, London SE N 
Pnchard. Sutton Coldtield, B72 1AT, Murray Reid, Chester, CH4 7RJ. 
Mat East'mond. Amersham. HP6 5LB 




ARCADE RENEGADE 

Back m Issue 30 we ran the* I want and the first person out ot the bag 
lo be a Renegade' comp. All you was Jozet Pieriejewskt of Man- 
had to do to win an amazing Chester. M31 202. Congratula- 
Renegade briefcase arcade Hons Jozef. the machine is cur* 
machine and monitor was to ans- rently winging its way to your 
wer a Jew simple questions . , , house 1 



ZZAP! 64 December 1 987 1 29 



JIJ "SUDDENLY, the 
II jet plunged into a 
[/ sea of flashing 
lights -Chuck 
gasped with horror 
- he had entered 
the Other World:.: 

FIGHT TO survive 
in a hostile alien 
world. Collect 
energy-giving 
power pods as you 
fly through eight 
action-packed 
levels, and seven 
brilliant bonus 
levels. 
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► Features seven 
different 
weapons, 
including Quark 
Cannon 0 Wide 
Beam and Lazer. 

► Amstrad 
'Smooth Scroll'. 
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ALIENS (Electric 

420,850 Tony Jones. Abercfurder, Aberdeen 
1 43,500 Parmsh Solanki. Forest Gate. London 
126,500 Paul Griffiths. UarKJudrxx N Wales 

ALLEYKAT (Hewson) 

1 4.582700 Jean-Claude Zeh. Hoenhetm. 
rUM 

9,334,400 Richard Hudson. Copmarrthorpe. 
YorV 

8.917.300 Tony Shoreman, Brtltngton. Lanes 

AKTOIAD (Palac* Software) 

Completed In . . . 

3:06 M Gooday, Bishop's Stortford. Herts 
3:12 Ged Keeveney, Hudde/sffrerd. W Yorks 
3:40 Oam ian Boocock, Colne. Lance 

ARKANCHD M| 

i ,376,040 Falco. CteethorDefl* S Humbentide 
1 ,262, 190 Jonalhon Webb. Hlghbridge, 
Somerset 

1 .003,560 Steve Tye. Kidderminster. Worcs 

ARMOURDILLO (Code Masters) 

29300 Ma OMMhe, Crowborough, E Su*s** 
25.800 Andrew Bury, Kirmswtnfonl W rrwfe 
22.800 P Griffiths, Llandudno. N Wales 



AUF WIEDERSEHEN MONTY (Gremlin 

f^xisey Galtacher. SwnUowfield, 



29,478 Ate* Montague-Smith, Trowbhdge. 
18.000 Sanjey VagheJa, Rugby, Warks 



BARBARIAN (Palace Software) 

1 60.000 Paul Griffiths. Llandudno, N Wales 
57.600 Stephen Simpson. Ottey, W Yorks 
44.460 Colin Box, Doncastar. 5 Yorta 



i {ActMeion) 
980.420 Sieve Jarratt. ZZAP* Towers 
642.704 Michael Sura, Peteriee. Co Durham 
272.1 74 Steve Tye t Kidderminster. Worcs 



SIMULATOR (Codemasten) 

6,285 Barry Mills, Denny. Scotland 

4,420 Jap. Ettingshall Park. Wolverhampton 

4.260 Adrian Broadtey, Manby. Lines 

BREAKTHRUfUSGokJ) 

246.000 Vincent OW. Weftngtx>rooQri. 
Wonhan tt 

138.050 Paul Gibson, Sunderland, Tyne And 
Wear 

11 1.900 Gary Rice, Colchester, Essex 



BULLDOG (Gremlin Graphics) 

2.238,200 Gary Footm, Oroyladen. 
Manchester 

2 J 85 T 900 Peter Walker, Adelaide. S Australia 
i 825.700 Roger Atexanderison, Goteborg. 
Sweflan 

COBRA (Ocean) 

285,900 Phfip Stevens, Arfreton, Dvbyaftre 
93.400 Patrick Green, Burnley, Lanes 
99,200 Stephen Wttdndge. Great Sutton. S 
Wlrrai 



CRYSTAL CASTLES (US Gold) 

677.992 Julian RtgnaJI, ZZAP* Towers 
668.995 Richard Hardbaffle. Nuneaton, 
Warks 

652.127 lain Dewdaon, DumtnW, Scotland 

DECATHLON (Firebird) 

12255 D Rk». Southgale. London 

1 1 ,599 Steve Tye. K>dderm*n5ter. Worca 

11,068 Stephen Sfmpson. OOey, W Yorks 



DECEPTOR (US Gokfj 

27.050 Steven King, Ptymouth, Devon 
1 3,51 0 Trenoy Gaetan. Brussels. Belgium 

DEFENDER Of THE CROWN (Mirroreoft] 

Completed by: 

May 1200. Hennk Sytow, Artiua, Oanmarlt 
March 1201. Van Grambrugge Ban, Antwerp, 
Belgium 

DELTA (Thalamus) 

1 .992.579 Michael AuberL Exeter, Devon 
1 ,258.430 Coin Redfem , Heywood. Lanes 
972,636 Apdrew Srmmonds. E Studdat. Kent 



DRAGON'S LAIR (Software Project*) 

63.997 Sean Walker (Runsoh). Melbourne. 
Australia 

36.642 Simon Cole s Mum, Chelmsford, 
Essex 

33.750 Simon Cole. Chelmsford, Essex 
DUET (Elite) 

1 74,290 Steven Atkinson. OMham, Lanes 
168.170 Fu Song Li. Crewe, CheeNre 
1 59. 1 1 0 Gary Smith, Basingstoke. Hants 

ESCAPE FROM SINGE'S CASTLE 
(Software Projects) 

1 04.800 Leon White, ConselL Co Durham 
92742 Craig Knjght, KeyworW. Notts 
68 588 Steven Atkinson, Oldham, Lanes 

EXPRESS RAIDER (US Gold) 

68,450 GavrnShute, Aylesbury. Bucks 
60,600 Oeen Ferguson, GMinQtam, Kent 
49,500 Bharat Vaghela, Rugby. Warks 



THE EQUALIZER {The Power House) 

20,620 Dean Stinton, Bottey. Southampton 
u.850 Jonathan Richards, Atueborougn 
Warka 

13.120 Graeme Crichton, Irvine. Ayrshire 
F1RELORD (Hewson) 

145.205 Rtehard Parrjater. Coventry, w Mtds 
1 43.1 60 Denial Oaboume, Homsea, N Humbs 
1 16.605 Damtan Ward. Harrogate. W Yorks 

F1RETRACK (Electric Dreams) 

835,940 Darren Cole. Chingford* London 
664,960 Kantian Bruun. Copenhagen, 
Denmark 

527.290 Johnny Larsen, Copenhagen. 
Denmark 

RST II (Melbourne House) 

1753,000 Steven Rolf. Kettering, Northants 

1 , 500,800 Ged Keeveney, HudderBfieJd. W 
York* 

1,220,000 Steven Guirfoyte. OWham 
GAUVAN (Imagine) 

293,000 Steven Ward, Doncaster. 5 Yorks 
287,000 Chris McLean, Hereby, Cheshire 

GAME OVER (Imagine) 

99.400 Mike Thomas, Ceerph*y, Wales 

GAUWTUTT - DEEPER DUNGEONS (US 
Gold) 

Merlin The Wizard 

8787.195 AaherRasrvjd,Thomaby, Cleveland 
4.350-297 Paul Cashiey. Btshopaton. Bristol 
4.308.061 M»chaelRobenson P Stirhngshire r 
Scotland 



Thor The Womor 

4.373.932 David Taylor, Alvington, Qloe 
3,974,521 Paul Cashiey. Brshopston. Bristol 
3.232. 1 97 Dean Thomae. PowyV Wales 



Questor the E ■ t 

8 746.238 Ged Keeveney. Huddarefleld. W 
Yorks 

2.497,341 Paul Cashtey. Bishopston. Bristof 

» rathe Valkyrie 
1 6.327 Ged Keeveney. Huddersfieid. W 
Yortcs 

B16.692 Paul Hofington. Huibridge. I 

GHOSTS 'N' OOftUNS (EUte) 

920.800 Casey Galtocher. Swaltowtiek). 



531 .890 Christian Ma|or. Norwich, Norfolk 
456.080 Chris Goods wen. Norwich. Norfolk 



GUNSHIP (Mtcrorxose) 

278785 Richard Mellor. Bridgewater, 
Somanal 

271,835 Mark Slavtn, Leadgate. Co Durham 
265.990 David Nicol. Heworth, York 

HADES NEBULA (Nexus) 

383,200 Dav*d They*. SWIIde. Bolffum 



HEAD OVER HEELS (Oceen) 

83 e?0 Ged Keeveney. HuddenxBefai W Yorks 
68. 1 40 Richard Lunn, Leeds. W Yorks 
68, 1 40 Rcbert Bowe, Ottord. Ken! 

HERCULES (AJpha/Omega) 

1 . 1 59.880 ThomaeBroere. Lundflata. Norway 

909*870 Rob Evans. Trmg. Herts 

91 1,300 Steven Boswell, Tellord. Shropehfre 



HERO (Firebird) 

197.682 Lawson Davies, Pencoed, S Wales 
177,762 Patrick L*nmers. 1400 Nivelles, 
Betgrum 

1 74.049 Paut Mornson. Consett, Co Durham 
I .BALL (Firebird) 

1 04.040 Marc Johnson. Broughton, Cheater 
51 .600 Stephen Raggett, Wettbourne Pk. 
London 

50.854 Marx Andrews, Netherton, W fvtds 

INTO THE EAGLE'S NEST (Pandora) 

2, 186.800 Guy Gilding. Slough, Series 
1 .637.600 Peter Rellly, Bury- St- Edmunds. 
Suftotk 

1 ,143,300 M Boomaa Oud-Be-xKiand, The 
Netherlands 

IRIDIS ALPHA (Uamasoft) 

509760 George Bray, Armthorpe. Doncasw 
349,520 CormRedfem. Heywood. Lanes 
204 J90 Jonathan Wood, Edgeware. Midd« 



JAILBREAK (KorvjmJ) 

356.500 C Mrtchert. Poftfrsfpeid. Hants 
195.500 Paul Grbeon, Sunderland, Tyne And 
WW 

1 02.500 Malcolm Redlem, Preston, Lanes 

JEEP COMMAND (Bug Byte) 

5 1 8. 560 G Meeusen, 2230 Schrlde. Belgium 
303.990 J Gheorghraor (Runsoft), Melbourne, 

Auaras 

250.350 Dave Breed, Cullercoets. Tyne & 



KNUCKLEDUSTERS (Melbourne House) 

1 1 700 Craig Bent, Faitsworth. Manchester 
6.300 Steve QumneJi, New Erttiam. London 
5700 Bharat Vaghela, Rugby, Warks 

KRAKOUT (Gremlin Graphics) 

21 ,1 84,770 Michael Eikmans. The 
Netherlands 

12.740.600 OaveABnmWarburton. Cheshire 
3.068.500 Steven Packer, Chelmsford. I 



UGHTFORCE (FTU 

3.239,250 Richard Burgman. Seated, Essex 
2. 526.975 Mm E. Wesi &omw«ch. W M<3 9 
2^96,360 Takl Ubwopouloa. Athena, Greece 

MARIO BROTHERS (Ocean) 
449 380 Jake E West Bromwtcn, W Mids 
252.620 New Ettham. London 
134.120 Unus Jomer ( Orebro, Sweden 

METROCROSS (US Gold) 

387 550 Andy Stocks. Gnmsby T S 
Humbermide 

362 650 Andrew Holmes. Bctiesiord. Notts 
31 1 700 Lours Famham, Twpckenh*n, 
MIdJsaex 



imXRACEIMestertronicI 

7.966 Kristian Fuffitt, Eslover. Pfymouth 
7,964 On Raynftam, Bedper, Derby 
7,949 Sheun Gore, King s Lynn, Norfolk 



MONTEZUMA'S REVENGE (Databyte) 

t ,1 27,500 W Drew. Brisbane Australia 
801 .BOO Jennifer Yalas. Borton, Uncs 
41 2 450 Adam Trewella. Stapleton. Bnslof 



MUTANTS (Ocean) 

66.209750 Steven Packer. Crwkrvjtord, 

Earn 

51 .644,500 Adk* Bonner, Srjuthbourne 
31 .025.750 Gareth Williams, Swnneea W 
Q ntovgav 

NEMESIS THE WARLOCK (Martach) 

37,480 Anthony Scotthome, Worksop, Notts 
1 4 290 Andrew 5cuty. BrincJrffe. Sheffleid 
12.770 Mike Thomas, Caerphtty. Mid Glam 

NINJA MASTER (Mastertronlo) 

485,640 Gordon Shearer. Rothes . Monjyshke 
198,860 Robert Futter, Downham Market. 
Nortdft 

196.315 Mcfisei Pihr, Kumte. Sweden 
NOMAD (Ocean) 

5.264 John Gneorghtaor. fRuntoftl. Australia 
4,065 Paul Want Harrooate. N Yorks 
3^85 Paul Tudor. StourDndge, Pedrnore 

OLU AND LISSA (Firebird) 

1 9.620 Lee Barker, Northwrch, Cheshire 
1 4.896 SUjan Scatter good. Addrew not 
included 

13715 Hender* Engeisman. MaasskA. 
Holland 

PANTHER (Mestertronlc) 

2S0 ( 900 Liam Olivers, Banenhall, Worcs 
215 r SOQ Jaaon Bimie. Oanle«gh. Surrey 
200.940 Steve Lee, Guildford. Surrey 





PAPERBOY (EIHe) 

390,905 Michael Aubert, E*etar, Devon 
3Q1.40O Mart Rolf, Kettering. Norihanis 
300,700 John White, Whflefreld ( Manchester 

PARADROID PLUS (Hewson) 

96 MO Bnan Y*o, Tortotton. Ayrshire 

63 200 Adam Beabtes, Tarbotton, Ayrshire 

5«15 Inn Kent. Milngavie. Glasgow 



PARALLAX (Ocean) 

tQ€K0AJi Kenrwell, Guildford, Surrey 
99*300 Jafion Bttrm. CranWgh, Surrey 
7B.40DAdam Procy. Newton Flotman* 
Norwich 



PARK PATROL (Firebird) 
mSHGrwQ Murphy. Moreton. Wirral 
986,130 Steven Atkinson, ddham + Lanes 
BK.810 Jcmaihan Edge. Waverton, Cheshire 

P00(M*tl«rtronk3l 

9.178,690 Graham© Rae. BcfrlMt, Scotland 
i .468.440 KmHtI Toksvig, 6832 SKAIS, 
Dumrti 

1062,440 Matthew Perw\ Ormskrrk, 
laniwra 



PROHIBITION (tnf ogrames) 

113 290 Rcrwd Pargeter, Coventry. W M*ds 

QUARTET (Activtslon) 

2,374.500 Adte Gnffrths, Crowboruugh, 6 

91Q.GCO Lot G/ouots. Si Peter Pod. Guernsey 
K 431 Nell Rlotey, £ Le»gh Hants 



RANARAMA (Hewson) 

f»fi.4(»n>cn*dLe»Ooener,Wfl ham. Esse* 

1.B22.200 Ovttq Kn*ght, Kevworth, Notts 
1.556700 Martin Draper, Alfrelon, Derby 



RE-BOUNDER (Gremlin Graphk:*) 

3.465.09Q Jufcm Rignall Z2AP' Towers 
2.470. W Marc Hodge. Setoy, N Yorks 
1 ,405,220 Greg Murphy. Motet on, Vtfrral 



flfVER RAID (Firebird) 

M3.235 Jultan Rigna*, ZZAP* Towers 
131.020 Jonathan Richards. Attktoorough, 
Wirks 



ROAD RUNNER (US Gord) 

2ft5,00O Andtew OaWyn, Braunton, Devon 
262.B60 Paul Dunstan, H»gh Wyiwrrbe, Bucks 
272.320 Roger Ale*andersson, Goteborg, 
Sweden 



ROCK "N- WRESTLE (Melbourne House) 

3,175,100 Jamie Omdge, Gedflng. 
Nottingham 

2,655,200 Alan Smith, Gtenrothers, Fit© 

941 ,300 Graeme Dutch, Tflydrone, Aberdeen 

SABOTEUR (OureW) 

C2, 789,600 Gweth Mrtchetf M*f*ld, W Vortcs 
E2 ( 1 1 5.200 Per Jomer Orebro< Sweden 
C2 .038 200 Onus Jomer, Orebro. Sweden 



SANXION (Thalamus) 

1,006.466 Steven MaJp&ss. Stoke-on-Trenl, 
Stuffs 

7rW. 390 Siet)henGar>dy P Halesowen, WMtds 
S1 7 r B60 Peter W*iame, Preston, Lanes 



SCOOBY OOO (Elite) 

304. 700 Robert Wakot*o*d, Newcastle . 5loke- 
on-Trent 

248.600 Sean McOonagh, jarrow, Tyne & 
Wear 

194,550 Gareth Mackie. Peterhead, 
Aberdeenshrre 



SHAO-LINS ROAD (The Edge) 

126,420 Damtan Boocock, Corhe, tancs 

73,670 Barry Mlfts, Denny, Scotland 

36\ 1 64 Steven Young, Wallsend. Tyne & W*ar 



SHOCKWAY RIDER (FTL) 

1 524 798 Matthew Phvpens, SunnvniH Ourby 
291,000 Julian Rtgnai. ZZAPi Towers 
65,350 Howard Worton, Swjthwark, London 



SILENT SERVICE (US Gokl/Microprose) 

fTONS SUNK) 

1.032,600 Guy Gilding, Stougn, Berks 
9 1 0, 1 00 Karsten Tokisu*g, Drosservet B, 
Denmanv 

503. 1 00 Steven Hall. Ooughton. N Hants 



SKATE ROCK (Bubble Bus) 

326,300 Bnan HamOiey, Prescot, Mersey^Oe 
268,430 Justin Cole, Huddersfield, W Yorks 
239.020 Sean Walker, (Runsofl), Australia 



SKY RUNNER (Cascade) 

$669,700 John Doyle. Krfmamocfc, Ayrshire 
SS85,700 Paresh SotanM, Forest Gate- 
London 

$190,600 Manm Dobson, London E12 



SKOOL DAZE (Micromega) 

1 26,9 1 0 Arthony Du**r (SunSoft) , 
Melbourne. Australia 

120,760 Gordon Shearer. Rothes, Morayshire 
104,340 Scott Moore, Fixby. Huddersheld 



SLAM BALL (Americana) 

7 462,660 Carteton Shaw. London, N10 
5,601 ,720 C Hartanson, Rumney. Cardiff 
55O4.670 Gavin Burnett. WesthtJc, Inverness 



SLAP FIGHT (Imagine) 

586,000 Matthew V^voash. Chinnor, 0»on 
147,7750avid Scooter. B*lhngham p Clovetand 
137.560 Cleveland Gaboon Efdington. WMkJs 



5PUT PERSONALITIES IDomer*) 

683 500 Kotfh Lemon, Halesowen, W M*rt 
680.400 Mrs L Hayden, London E 16 
665,200 Mrs J Cam*, Bumham-on-Bea, 
Soman 0 



STAR PAWS (Software Projects) 

446570 Shoun Gore. King's Lynn, Norfolk 
427Q14 Justin Allen, Edgewaru, Middf 
393 649 C MrtcheO, Petersfierd, Hants 

STARQUAKE (Bubbic Bus) 

267,763 Niget Froud, Godalm+ng. Surrey 
287,140 Ove Knudseu, 5033 Fyflingidaleu. 
Norway 

273.667 Per K(eilander, Slenungsund. 
Sweden 

STREET SURFER (Bubble Bus) 

21,106 Jonathan Slock, Demon. 
Northampton 

t6,270 Howard Oanxe. Inverness. Scotland 
15,811 Ao>eGntinns. Grower ough.E Sussex 

SUPER CYCLE (US GotdVEpyxt 
342.650 Bryan Chembetlarfi. Norwich, Norfofc 
328.660 Le^gh OConnell. Murrurnbwna, 
AustraTia 

320.160 A Verhaeghe, Btetchiey. Bucks 

TENTH FRAME (US Gold/Access) 

AMATEUR 

300 Stefan Alexander *$on, Goleborg. 
Sweden 

290 Oavid R ddick , Ilkeston , Derby 
290 Us StaN, Oueenriand, Austrahe 



PROFESSIONAL 

900 Stefan Aiexandersson. Goleborg, 
Sweden 

233 Molt Tiryky. Brackne»", 6en\rt 

214 Graeme Dutch, Tlllyuvone, Aberdeen 

TERRA CREST A (Imagine) 

402,100 Mchaol Dunajew Aoe4a*de h AustraJia 
371 ( 800 Robert Hemphid, Pon Glasgow, 
Rentrewshins 

34 1 ,000 Marc Hodge, Selby, N Yorks 

THING BOUNCES BACK (Gremlin 
Graphics) 

1 ,649.973 IAkm Knsman. New Maiden, Surrey 
1 .338.106 Steve Bennett. PnwUtyn, C*wyd 
1,134,940 lain Davidson. Dummes, Scotland 



THRUST (R-etWrdl 

4.764.960 Robert Ttoughton. Kctghley W 
Yorks 

4, t B2.060 Ano Swinson, Doncaster , 5 Yorks 
3500 600 Decian Ouinn, Bessbrook, Newry 
Co Down 



THUNDERBOLT (Codemasien*) 

213,220 Robert Trooghton.Keighiey. WYotks 
164,450 Ad* Griffiths, Crowborough. E 
Sussex 



TOY BIZARRE (Activtsion) 

223.420 J D Ofrer* Ipswich, Suffolk 
144,700 Sharif Sfltama. Cairo, Egypt 
102 900 Jtihan Rignall ZZAP Towers 

TRAILBLAZER (Gremlin Graphics) 

t . 123 350 Jason Cooper. WodnetDury. W 
Mids 

1 . 1 20,040 Henry Rewlmson. Salisbury, Witts 
826,270 tan RobmsoA Tononh*m. London 

TRAP (AlUgata) 

481 ,900 Uwry &mm, Uverpoot L23 
429 510 0»n Bayne. Gtentothes. Frte 
328.500 Robert ETbot, M*dft*esborough. 
Cievtfand 



UCH1 MATA (Marlech) 

382590 Nicolas G«len. BnjsselSv Betgwm 
378.760 Mont Serton, Uncing. W Sussei 
353,795 NkWos Lester. Dudley, W Mids 



URIDIUM PLUS IHewson) 

244,505 MK:haei Lykke, Vrborg, Denmark 
721 .290 Stephen Paget. UcMleld. Sossen 
197 ( 925 Russell Wattoce, Co Dubfcn. Ireland 

VIDEO MEANIES (Mastertronk:) 

250,541 Stuart 5caflefgood, Owyd, N Wates 
135,159 Sean McMenamm. Ctorkston H 

^M^2 Wanen PHkjngion. Longs*ght, 



VOIDRUNNER tMaatertronic) 

6,253,625 Grant Bonmsier, Luton. Beds 
5.997.326 D Rice, Southgale, London 
5.403.560 M'Ck Waft. Hillsborough, ShetrWd 



WARHAWK(Rnabird) 

6229,526 Glenn Haworth. 5waHow, Lines 
4 P 459.7B4 Hdmrsh Pate*, hkxthort, MkWI< 
3,322,646 Jamie Omdge, Geo>ng. 
Notmgham 

WEST BANK (GremHn Gnsphtes) 

306. 750 Stephen Raggett, VVeslboume Pk 
London 

210.000 Jon Cuien, Hillgate. Stockport 
141 250 Mark Huck. Wash-ngion Tyne & 
Wear 

WIZARD'S LAIR (Bubble Bus) 

242,645 God Keavoney, HuddentfWd, W 
Yorlcs 

154,l40Craig Wills, Taunton. Somerset 
152,735 Steven Medcraft, Rayieigh. Esse* 



WONDER BOY (Activtsion) 

353.160 Jason Langmead, Vale. Guernsey 
347,410 A*! Griffiths. Crowborough t E 
Sussex 

244,910 Jason Hone, Crofton Panx, England 

XEVIOUS(USGold) 

824,380 Fintan BtaoV- Virginia, ketand 
412,940 Mtrtinew Ward, Bromtey. Kent 
341,060 Rami Hanninen, Espoo Fmland 



YIEAR KUNG-FU (Imagine) 

4. 1 64,000 Nicholas Letter. Dudley. W mids 
4.098.200 Barry Mrlls, Denny, Scotland 
1 .307.000 Gavm Conway, P*sJ*y. Scotland 



YIE AR KUNG-FU {I (Imagine) 

; 66.300 Carl Adams. Tooting, London 

1 83,300 tan Courier. Leeds 

1 66, 1 00 Steven Bramtey , Bromley. Kent 

2 (Rhino) 

70 1 ,250 Howard Clarke, Inverness. Scotland 
671 ,450 Jake E, West Bromw*ch, W MkIs 
576500 Stephen Roes, Ryda, isle of VAghl 

ZENJI (Rrebkd) 

1 9.460 Michael Brown. Northallerton, n Yorks 
19 345 Justin Allen. Edgeware. Midd> 



ZOLYX iFweWrrJ) 

295.683 Paul Cropper. Wok*nghem. Berks 
294,320 Rob Evans, Tr»nrj Herts 
261 ,608 NUck Aufion. Solihull, W Mids 

ZONE RANGER (Rnrbtrd) 

20.316 Marc Spence, M<»dtafon. Laeds 
14.650 Jonathan Wood. Edgeware. Mrfd* 
'2.904 Mrs Sue McGovem. Leight on Bu^ard 



ZVNAPS (Hewson) 

1 98.440 Man* Andrews, Nether! on. w Mid5 
162 300 MM Thomas. Caerphtfy, Wales 
126*9*0 David Hopkins. Nettvifton. W M»ds 
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Applications to the Scorelord 
should be made on a postcard 
or the back of a sealed envelope, 
and entries which contain more 
than three high-scores will not be 

accepted. 






NOW YOU DON'T HAVE TO BE A 
ROBBING BANDIT TO AFFORMN AMIGA 

J Meg. Disk Drive W% Colours Stereo Sound 
MNnSpeechSynthesis Multi-Tasking 1 J 
^FREE/0 Public Domain Disks Worth £39 95 

fef/tB* Amiga Handbook Worth £795 
' ' ^FREl-DeluxePoint Worth £2ty 
FREE - Mouse Mat Worth £755 
FREE-TV Modulator Worth £24 95 
FREE- Karate Rid U Worth £24 
Amiga Tutorial Disk 

AMIGA EXTERNAL 
DISK DRIVES 

•QMMOWREIMeg £W95-SAVE0VER£43 
COM ANA tMeg £139-95 -SAM OVER £6 ^ 

HARWOVS 
DUALPACKVEA 

Amiga A 500 AND 
ton** m^fC 





W AMIGA 2000 

im extra IMeg.lnternal Drive FW 
(phont for derails) 

mm SOFTWARE 

"■^t^"^ andmanymore 

ft/waysio Stock* %?t*>M^ 

AMIGA PRINTERS ■ 

C/TIZENJ20D A 
lowCostNLQ Dot Matrix Printer 
lYeat Warranty yilQQ 
CM ami Amiga Compatible i*' 77 £ $ 

SE/K0SHASL80AI " 
^■Pin dot Matrix 

Perfect Utter Quality n ?QQ 

Single Sheet Paper Loader %," 7 C X) 

m Buffer CMfiVpT 0 *^ 
Ideal for WPandTXlP 



S6IK0SNAMPI300AI 
Extremely Fast 300CPS 

Dot Matrix Printer & NLQ /» /, OQ 

Single Sneet Paper Loader £,*f> '* ' 

7CokmrKit Available . rf IhlO* 

M Buffer ¥ 



£35 



AmigajPhilips Monitor **** ^<*^' 



VJVI\UVl | \FlugsStraigtoln(ToAmigaAtHt * ^4lAt 
UQPI I lOOn ^OtherComputers) ^^J^p^ 
nnnUJV/vU Tilting FaciHty-StondAvaUabk 

HflRWOOD 
HARWOOD 



\/*T<\n/Hn\KfPTS T ^36MonthH.P 'TERMS 'AVAILABLE 

1 .Of F H^lCrBT All Prices Include W Postage. And Are Correct At Time 
\S v 1 DEPT Z64 of Going To Press E&OE Offers Subject to Availability 

69 - 71 High Street Alfreton Derbys TEL 0773-6567 

Official 'Commodore Business Centre 



Alt printers are: A 

Supplied With FREE CONNECTOR CABLE 
4&e& specify computer) 
Friction AND Tractor Fed 

Epson IBM Compatible 
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MICROVALUE 
FOUR GREAT GAMES - VOLUME 2 

Mtcrovalue 2 follows on from the phenomenally 
successful first release with the quality and 
value of games better than ever. 



VOLUME 2 
FOR LESS 
THAN 
£1.00 
EACH 



CBM64 

PYJAMARAMA 
PHANTOM 



FROSTBYrE 
TOP OUCK 



COWMOOOBE64 




SPECTRUM 




BATTLE OF THE PLANETS 


STAINLESS STEEL 


DISC OF DEATH 


BUBBLE RUN 


AMSTRAD 




BATTLE OFTHE PLANETS 


STAINLESS STEEL 


FUTURE SHOCK 


TUTS PYRAMID 


ELECTRON 




MOUSETRAP 


MEGA FORCE 


THE GREAT WALL 


GUNSMOKE 




MSX 






EUROPEAN GAMES 


QUASAR 




CETUS 


BILLY 30PPER 




ATARI XL/XE 






WHO DARES WINS II 


MOUSETRAP 




SPACE HAWK 


KILLER CYCLE 




CBM C16/+4 






JETSETWILIYI 


WORLD CUP 




LAWN TENNIS 


RAFFLES 




MICRO 

/VLUE 




ADDISON INDUSTRIAL ESTATE- BLAYD ON • TYNE & WEAR NE21 4TE • TEL: 091 4144611 



NIGHTMARE NOW FOR YOUR I 





: 669977 





BUDGET TEST 



CHEAP A N D CHEERFUl 



ZZAPI's monthly round-up of budget software 



New recruit, Dan Gilbert (who arrived too late to be introduced in this months' editorial) casts a fresh, but sharp eye over the latest batch 
of budget bargains. Take it away Mr Giblet . . . 




BEACH HEAD II 

Americana* C2.99 



This classic Sizzle* was 
first reviewed way back 
in issue 4 and was 
awarded 90%. Now US 
Gold have given it a new 
lease of life by releasing it on their 
budget label, Americana. 

The plot concerns a Dictator 
who has captured allied soldiers 
and is holding them prisoner on his 
remote island. A crack squad of 
commandos is sent to their 
rescue. 

Beach Head II is played three 
ways: one player takes Ihe role of 
erther the Dictator or leader of the 
assault team, or two players battle 
it out simultaneously in a head-to* 
head. 

The action is played over four 
independently loaded scenes. The 
first is 'Attack*, where the com- 



mando team is parachuted in by 
helicopter. The Dictator controls a 
machine gun and blasts the sol- 
diers as they rush down the 
screen. Next comes 4 Rescue 1 
where the Dictator's forces are 
used to kill captives before they 
escape the prison. 

If the prisoners are rescued, 
they're flown by helicopter up a 3D 
vertically scrolling screen. The 
Dictator's army is out in force 
again, this time to blow the 'chop- 
per out of the sky before it reaches 
safety. Finally, there's a thrilling 
knife fight between the Dictator 
and the leader of the commando 
team, and there can be only one 
survivor , . , 

Beach Head II is simply superb, 
and boasts some lovely graphics 
and a huge range of sampled 
voices. The gamepiay is very 
bloody, but extremely enjoyable, 
and at the price it's a steal. 

OVERALL 94% 
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Fill in the holes and let the cutesie Blob family bounce their way to the end of the screen 



PLAYER ONE 

a o a s a as 



PLAVER TWO 

□ CUM , ( , , 





In this oddity from Firebird, one or 
two players attempt to keep a 
group of blobpods, small leaping 
faces, constantly moving from left 
to right along a horizontally scrol- 
ling landscape comprised of 
blocks. This sounds a little on the 
simplistic side, but the pods must 
always bounce on solid ground — 
when a gap is reached they fall off 
the bottom of the screen and die. 

The action is controlled with a 
cursor, which picks up blocks from 
one part of the landscape and 
drops them over gaps in another. 
As well avoiding gaps, there are 
killer blocks (which vaporise when 
a blobpod passes over), immova- 
ble blocks (which speak for them- 
selves), and mutant blobpods 
(which eat blocks away) to watch 
out for To add a little more pres- 
sure, the task of moving all the 
blobpods from the left side of the 
'squarescape' to the right is 
played against a time limit) 

Although HyberBlob \s great fun 
to play, and gets very challenging 
later on, there's little variety in the 
gamepiay - consequently some 
players may become bored rather 
quickly. If you like reaction games 
which require plenty of very quick 
thinking though, try it out. 

OVERALL 80% 
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BUDGET TEST 



PIRATES IN 
HYPERSPACE 

Alternative Software. £1,99 




ON -COURT TENNIS 

Firebird Silver. £1.99 



Tennis simulations aren't that 
common these days, so this 
Activislon re-release is quite nota- 
ble. 

There are a decent set of 
options, including a choice of 
three surfaces, the chance to play 
the best of three or five sets, four 
different computer opponents and 
two player or demo modes. The 



control allows a wide variety of 
shots, from smashes and lobs to 
slices and hard topspins. Sen/ice 
is also very realistic, with similarly 
varied options. 

Having said how close to the 
real thing this is, it is also just as 
difficult to play, and it can be 
infuriating when, for instance, the 
ball bounces under your racket. 
Sports fans should give this a look, 
but I think the gameplay might well 
prove a little too frustrating for the 
average user. 

OVERALL 75% 



MICROBALL 

Alternative Software. El. 99 



Microball is a pinball simulation 
written by Steve Evans t author of 
Guardian, Between one and four 
players each have five balls with 
which to register the highest 
score. The table is fairly basic 
table, and features shoot targets, 



magnets, a bonus tube and roll- 
overs. 

The gameplay isn't brilliant, with 
none-too-realistic gravity and very 
digital flippers (that is. they only 
have two positions). Compared to 
the what now aging Pinball Con- 
struction Set is capable of produc- 
ing, the play is bland, and even 



In this budget shoot 'em up, the 
player takes the part of a space 
pirate intent on pillaging an 
Immensely valuable microscopic 
life form. To achieve this end. he 
tackles a heavily armed fleet of 21 
cargo ships, boards them one at a 
time and steals their precious sub- 
stance from under robot guard. 

The action is played over three 
stages. The first is a vertically 
scrolling shooting section where 
the player battles through fleets of 



guard ships. Occasionally, ener- 
gising stars appear and are picked 
up when run into. When three stars 
are collected, an assault on the 
cargo ship is undertaken. The ship 
in question appears at the top of 
the screen and shoots fireballs 
while the attacker registers as 
many hits as possible. If enough 
hits are sustained, the ship is 
boarded and searched. 

The fast and furious gameplay is 
sometimes a little rough, with dis- 
appointingly monochromatic 
graphics and very limited sound. 
Having said that, It's fairly play- 
able, and has enough appeal to 
make it a reasonable buy. 
OVERALL 58% 




> Choose the ship you would 
most like to be blown to bits In 

dedicated ptnball fanatics will find 
it ultimately tiresome. 

OVERALL 73% 



Be a pinball wizard for two quid - with Steve Evans' Microball 



SUNBURST 

Rack-it, £1.99 



Rack-it's release this month is a 
mulU-directionally scrolling space 
shoot 'em up which centres 
around a series of star systems, 
each with a huge sun at its centre* 

The first system, a bubble-like 
alien environment, is home to a 
vicious race of beasts - spinners, 
phantoms and octopods to name 
but a few * who home in on the 
player's ship, depleting its energy 
on contact. If too many hits are 
sustained the vessel is destroyed. 

The aim is to survive attacks 
from these aliens and to destroy 
the carriers* a species that trans- 
ports energy around the system. 
Blasting these leaves a decaying 
energy pod that remains intact for 
10 seconds. When enough pods 
have been collected, as displayed 
on an energy meter, the ship is 
guided into the sun. which vap- 
orises- With the mission 
accomplished, the player moves 
onto the next, more difficult level 
Sunburst is very smart looking 
game w*th brilliant scrolling back- 
drops and some really neat 
sprites. The gameplay is a touch 
repetitive however, and is also 
marred by some dodgy collision 
detection - the ship sometimes 
explodes without touching any- 
thing. Entertaining for a while, but 
doomed to en<? up gathering dust 
on the software shelf. 

OVERALL 67% 
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HAS RETURNED TO BELORN, DEMON PRINCES 
RULE THE LAND, AND ZOMBIE'S ARE THEIR . 
LEGIONS; WAITING FOR BATTLE. 

Spectrum £7.95 Commodore & Amstrad £8.95 (£12.95 & £14.95 d) 

PUBLISHED NY MR! BIRO NFIWMK A DIVISION OF BRITISH TELECOM PIC FIRST flOOR. H JS NEW OXFORD 51 LONDON WC1A IPS 
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INDIANA JONES AND THE 
TEMPLE OF DOOM 

US Gold £9.99 cass, £11.99 disk, joystick or keys 



Indiana Jones is back; Fedora 
donned, stubble designed, and 
whip cracked, ready for more 
heroic deeds in US Gold's latest 
arcade conversion. 

The player is given control of the 
legendary adventurer as he travels 
to India in pursuit of the Sankara 
stone, stolen from the remote vil- 



I never liked the 
original arcade 
game that much- 
the gameplay is 
very weak, and 
once you've seen the brilliant 
graphics and heard the amaz- 
ing sampled speech there's lit- 
tle incentive to put any more 
money in the machine. On the 
64 you haven't got the speech 
and graphics capabilities, so 
you're left with a very simple 
three level game. None of the 
screens are challenging, and it 
only takes a few goes to 
master them. The worst thing 
of all is that more time is spent 
battling the unwieldy loading 
system than playing the actual 
game - which is very frustrat- 
ing indeed. When you look at 
some of the original games 
around this month, like 
SEUCK, Zig Zag and Nebulus, it 
makes you wonder whether 
there's any point in pouring 
money into non-starter pro- 
jects like these. 



lage of Mayapore by the Maharaja. 
Once protected by this artifact, the 
town now lies devastated. The 
thoroughly nasty Maharajah has 
made his palace into a worship- 
ping ground for the Thuggee death 
cult, and has the village children 
working down his gem mines. 

In the first of three screens. Indy 
travels through the platform-like 
mine caverns, climbing ladders 
and crossing narrow passages in 
search of caged children. Pressing 
Tire makes his whip lash out, which 
kills snakes and forces pursuing 
Thuggee guards off the platforms. 
Constant lashing is vital to Indy's 
survival, as contact with a guard or 
snake results in a loss of one of his 
five lives. If a cage is found, a crack 
of the whip breaks the lock and 
frees the imprisoned child. 

Having released all seven chil- 
dren, Jones escapes down the 
mineshaft to level two. Here, he 
hurtles down the diagonally scrol- 
ling train track in a mine car, which 
is tilted left and right to avoid bro- 
ken rails or change lanes to avoid 
dead-ends. 

Having survived the course, 
Indy enters the final level - the 
Temple of Doom. To finish the 
screen he retrieves the Sankara 
stone from a statue of Kali, the 
goddess of death. The stone lies in 
the middle of a lava pit and is 
reached by negotiating a moving 
bridge. 

Should the stone be recovered, 
Jones re-enters the first level (al- 
beit with different layout) to begin 
a second adventure. Once three 



tndy arrives at the Statue of Kali, in the depths of the Temple of Doom 




stones have been collected, a rope 
bridge is reached , and Indy 
escapes to safety. 




What's happened 
to my favourite 
hero? The less 
than brilliant 
coln-op has been 
converted in all its supposed 
glory to create an even less 
brilliant 64 game. Graphically, 
the second stage is the worst, 
with badly drawn and variably- 
sized rail cars whizzing along 
tracks of dubious perspective. 
Indiana makes like 'Automan', 
achieving sharp angled turns 
with unbelievable efficiency. 
There are so many niggling 
points: the unintelligent colli- 
sion detection, poor anima- 
tion, the dire soundtrack and, 
possibly the worst, a multiload 
system that loads in level one 
even when you've just died on 
it* It's all there in memory, but 
just to make sure, the program 
loads it all in again. Indiana 
Jones and the Temple of Doom 
should be called Indiana Jones 
in the Program of Doom . - . 




The stunning 
loading picture of 
Indy gives rise to 
high expecta- 
tions. However, 
hopes are soon dashed when 
you start playing. The action fs 
unbelievably frustrating, and 
the effectiveness of the whip 
seems to vary from second to 
second. The 'depth' of plat- 
forms doesn't register and you 
hit objects four feet away sim- 
ply because you pass behind 
them - the collision detection 
between sprites is equally 
dodgy. The tune rapidly irri- 
tates, and the gameplay 
becomes very repetitive once 
the correct routes are known. 
To cap it all, there's a really 
pathetic multiload system to 
break up the action. Save your 
money for something more 
interesting. 
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INSTABILITY 35% 

Learning all the routes shouldn't 
take too long, but even this may 
prove too frustrating for some. 

OVERALL 41% 

A startllngty unimpressive 
arcade conversion. 



PRESENTATION 38% 

A very clumsy multiload system, 
and no options. 

GRAPHICS 44% 

The loading screen is the graphi- 
cal highlight - the rest of the 
game is a |umble of poorly ani- 
mated sprites and inept back- 
drops* 

SOUND 39% 

An abysmal rendition ol the 
soundtrack drones along, sup- 
plemented by weak effects. 

HOOKABILITY 46% 

Initially spoiled by niggling weak 
spots in the gameplay, and the 
intrusive multiload only serves to 
further dampen the enthusiasm. 





ZIG ZAG 

Mirrorsoft, £9.95 cass, £12.95 disk, joystick only 

• Incredible 3D action in Tony Crowther's latest and greatest game 



The year is 2000-and-a-bit 
AD and the setting is the 
12th Dimension School of 
Star Flight, A pupil is faced with 
the ultimate test: fly through the 
Matrix of Zog - a bewildering 
assortment of puzzles, aliens and 
traps - and collect the eight Crys- 
tals therein before the 144 minute 
time limit elapses. 

The Matrix of Zog is presented 
as a multi-directionally scrolling 
3D landscape, comprised of long 
passages, junctions and miscel- 
laneous buildings. The player's 
ship is viewed from an overhead 
position and is controlled via the 
normal left/right, up/down com- 
mands. Turning comers, however, 
is only achieved by rebounding off 
one of the prisms located at every 
junction. The ship's course is 
effectively ' reflected ' in the face of 
the prism: hitting a diagonal face 
turns the ship through 90 degrees, 
whereas hitting a flat face (or the 
walls of a building) causes the ves- 
sel to do a complete about-face. 
The mission objective, therefore, 
is to discover how to reach the 



After listening to the bril- 
liant tile music and sitting 
slack-jawed, watching the 
incredible title screen for a 
while, I finally started playing. 
At first I hated it: the control is 
very fiddly and confusing. 
Switching to the proper air* 
craft controls, however, soon 
put things right and allowed 
me to play property. Zig Zag is. 
without question, a technically 
brilliant game. The landscape 
scrolls smoothly and the way 
that walls flick into existence 
is incredible. Shoot *em up 
fans may not be so keen, but it 
boasts an Impressive list of 
options and there's enough 
depth to keep maze freaks and 
mappers happy for ages. 
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eight gems, since many areas are 
only entered by particular routes 
determined by the positions of the 
prisms. 

There are also small switches in 
the walls and floor which, when 
shot or flown over, toggle prisms 



and sections of wall into and out of 
existence. These form the basis for 
most of the puzzles: prisms that 
apparently send the craft into a 
blank wall are dependent on that 
section of wall being switched 
'off. 



As the mission continues, the 
croft is attacked by a variety of 
enemies which range from bounc- 
ing killer frogs to small cube- 
shaped aliens. Collision with one 
of these results in a loss of one of 
the player's five ships. Blasting the 
aggressors earns money, which is 
used to buy equipment in one of 
the shops found around the land- 
scape. The obtainable hardware 
varies in price and obscurity, from 
Infra-red and X-Ray vision to the 
vital Shield and Missile abilities. 
Having bought several of these 
accessories, the player goes off in 
search of the eight crystals which 
he finds to finish the task. 

+ Negotiating the Maze of Zog to 
discover the eight hidden 
crystals 
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► Superb 3D landscapes make up the male's labyrinthine interior 
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After a long string of 
mediocre disappont- 
ments, Tony Crowther returns 
to his old form with the superb 
Ztg Zag. It's a strange cross 
between Zaxxon and an arcade 
adventure, and boasts some 
fabulous graphics and very 
addictive gameplay. The 
objective Is simple enough, 
but actually achieving it is a 
difficult and involved task. 
Exploring the landscape is an 
enjoyable occupation, and 
finding the location of 
switches and extra banks is 
very rewarding indeed, giving 
an even greater urge to con* 
tinue! The smooth scrolling 
backdrops have a true feeling 
of depth, and the way walls 
appear and disappear is very 
clever indeed. The excellent 
music and sound effects also 
deserve a mention, and the 
title screen is nothing short of 
stunning. Zig Zag is an 
extremely slick and polished 
program that has been 
thoughtfully designed and bril* 
liantly conceived. 




This game is just so much fun! From the moment you flip 
round the first corner, to the instant you lose your last life, 
you're hooked. It has one of the most unusual game styles I've 
seen, being a puzzle-solving shoot 'em up set in a maze. The 
program is extremely polished, feels very smooth, and is 
enhanced by an excellent sound track that, although slightly 
repetitive, keeps the tempo distinctly up-beat Perhaps the 
nicest feature of alt is the very humorous scenario which 
explains the prize for collecting all eight crystals: 'possibly the 
1 3th "dimension , untold riches, or a weekend for two in Bognor. ' 
Nice one Mirrorsoft! 



Plenty of blasting and strategy 
in Tony Crowther's latest and 
greatest maze game. Zig Zag 



The mission doesn't have to be 
tackled as a brain teaser. An 
option on the title screen allows 
the player to choose a straight 
shoot 'em up game by turning all 
the puzzles off, enabling the ship 



to move Ireely throughout the 
whole map. However, the mission 
can't be solved in this fashion, but 
it's useful for mapping. The control 
method may also be changed from 
standard to 'pilot'. 




► Tremendous use of colour is in force throughout Zig Zag* 5 many screens 
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PRESENTATION 95% 

Numerous in-game options, 
equipment buying facility and a 
stupendous title screen. 

GRAPHICS 88% 

Perfectly smooth scrolling, lots 
of last action and beautifully 
polished titles 

SOUND 90% 

Excellent title and game sound- 
tracks, with the alternative of 
high-class effects. 

HOOKABILITY 88% 

The control method is Incky lo 
master . but once you start blast- 
ing and buying . it s VER Y difficult 

to stop. 

LAST ABILITY 90% 

An enormous map with masses 
to fmd. retrieve and shoot 

OVERALL 92% 

An unusual, but highly polished 
shooting and explonng game 
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THUNDERCATS 

Elite, £9.95 cass, £14.95 disk, joystick or keys 



Liono. Tygra, Panthro, Cheet- 
ara, Wilycat and Wilykit are a 
humanoid race of wildcats 
who were forced to flee their home 
planet. Thundera. when it was 
destroyed. Set adrift in a spacec- 
raft, they crash-landed on an alien 
planet, ruled over by the inevitable 
baddie, Mumm-Ra, and his 
despicable minions, the Molemen. 
The Thundercats set up base In the 
Cat's Lair, and conflict between 
the feline heroes and Mumm-Ra 
soon followed. 

During a daring raid by the Mole- 
men. Tygra, Panthro and Wilykit 
were kidnapped, and the Eye of 



Thundera stolen. This mystical 
jewel energises the Sword of 
Omens, which in turn gives the 
Thundercats their powers. Since 
Lion-o was entrusted with the 
gem. he decides to infiltrate 
Mumm-Ra's fortress, castle Run- 
Dar f retrieve the Eye and rescue 
his friends. 

The player takes the role of 
sword-wietding Uon-oand battles 
across 14 horizontally scrolling 
levels to castle Plun-dar. Through- 
out the perilous journey, Molemen 
attack, removing one of Lion-o's 
five lives on contact. There are also 
bottomless pits which the heroic 





Lion-o continues his mission into Mumm-Rs's forbidding lajr 



cat leaps across - falling Into one 
spells instant doom. Ail is not bad 





UYet another car- 
toon series 
makes the jour- 
ney from the 
small screen to 
the 64. Or rather the title 
crosses over, leaving the 
actual content far behind. 
Either way, Thundercats isn't a 
complete disaster. The 
graphics are a strange mixture 
of digitised pictures, cartoon* 
style backdrops and large 
areas of plain colour, which 
looks odd - but not entirety 
unpleasant. Gameplay Is 
straightforward, but lacking in 
control of Lion-o (Lion-o the 
floor covering, presumably). 
He can't run and defend him- 
self at the same time, and can't 
turn on the spot If there are 
molemen close on either side, 
as you turn to despatch the 
I second, Lion-o walks straight 
| into him and gets thumped. 
This Is annoying since you can 
react in time, but are unable to 
do anything about it. Still, 
Thundercats has an irritating ly 
addictive quality, and should 
provide a challenge for a week 
or two. 



Having never 
seen the 
Thundercats on 
TV, I can't say 
whether or not 
this licence captures the 
atmosphere of the cartoon. 
However, as a computer 
game, it's good, and has an 
inexplicable addictive quality 
that keeps you coming back 
for more. The gameplay Is 
similar to a fast and furious 
Kung-Fu Master, and getting to 
the final level should take a fair 
bit of practice. The graphics 
are unusual, and while the use 
of colour is odd, the overall 
effect is neat There's a 
rousing Rob Hubbard title tune 
some and the sound effects 
are suitably loud. In fact 
there's only one niggle: ifs 
possible to sit on level three 
and knock up an enormous 
score without doing much. 
Thundercats Isn't an essential 
purchase by any means, but if 
you enjoy hacking games, this 
one has plenty of challenge 
and addiction. 



though, and scattered throughout 
the landscape are supply boxes 
which are broken to give either a 
blaster, sword or extra life. 

Progressing through the levels 
gives Lion-o the chance to rescue 
his allies: battling successfully 
through level three rescues Tygra, 
Panthro is held on level eight and 
Wilykit is found on the penultimate 
screen. When Wilykit is safe, 
Mumm-Ra himself attacks in a 
fight to the death. If the evil one is 
despatched, the Eye of Thundera 
is restored and the Thundercats 
may live in eternal peace and har- 
mony . . . 




First of all It was 
Transformers, The 
Gobots and 
Masters of the Uni- 
verse. Now 
everyone's favourite bunch of 
pussycats have been immor- 
talised on your humble home 
computer. The game is a basic 
hack and slay affair which I 
found quite playable at first 
However, as time went on I 
became more and more bored 
as I hacked away at the seem- 
ingly endless droves of mole- 
men. t think beat 'em up fans 
will enjoy playing Thundercats* 
but I can't see it holding that 
much of a grip on anyone else. 



PRESENTATION 76% 

Game restart and highscore 
table and pleasant screen lay- 
out. 

GRAPHICS 67% 

An unusual ensemble of styles 
have dubious aesthetic qualities. 
Bnlhant. although superfluous 
parallax scrolling. 

SOUND 79% 

Good Hubbard title music, but 
some of the in-game effects are 
harsh and ill-suited. 

HOOKABILITY 76% 

Enthralling action and strangely 
addiclive from the outset. 

LASTABILITY 70% 

14 levels should provide a good 
platform for the player's hacking 
and slaying talents. 

OVERALL 74% 

Fails lo capture the essence of 
the TV series, but entertaining 
and addictive nonetheless. 



Digitised graphics add to the overall look of Thundercats 
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WHEN NEW TEXAS SCREAMED FOR AN ARMY - EARTH SENT ONE MAN 






ZZUPERSTORE 



All the goodies any Z2AP! reader could possibly 
want (or we could think of) by mail, courtesy 
of Auntie Aggie and our jiffy bags 



All proceeds go lo Ihe 
NSPCC/RSSPCC 



KIDSPLAY 

Fancy getting Xeno, Spindizzy, 
Deactivators, Bounces, Monty 
On The Run. Barry McGuigan's 
Boxing. Bounty Bob Strikes 
Back, Starion, Electroglide and 
Skyfox in one brill Back Pack 
compilation, and feel you're 
also helping others? 

Then grab this opportunity at 
our great discount offer of only 
C6.99 - £3 OFF the normal 
£9.99 price! Cassette only. 



JOYSTICKS 
GALORE 

Don't let those aliens get 
at you - tool up with a brand 
new Joystick from our 
selection to suit all needs 




Scon like a pro with Dynamicst^^ 

COMPETITION PRO 5000 (Normal) 

Features arcade quality micros witches, dual fire buttons, robust 
stee* shaft and rubber return for smooth control and longer life. 
Extra long 1 5m cord. 
Normally El 4 95 -ZZAP! Price £13*60 



KONIX SPEEOKING COMPETITION PRO 5000 (Clear) 



PLACE YOUR ORDER HERE! 



Item 



Size 



Qty 



Price 



POSTAGE AND PACKING 



MOW 26 Oayi Foi m«v. and lamamoo trial at-nr; 

H h r** yyyt cr *sm t«wi 

«Mat»fl t* OtconOat out «i ta otapaimM u aoon M powttoa 

CONTINENTAL EUROPE/ 
OVERSEAS ORDERS ONLY: I AM 
ENCLOSING P&P PAYMENT 

ITEMS AT E2.00 EACH. 

PftP TOTAL: £ 



TOTAL PAYMENT ENCLOSED: £ 



The Joystick that actually frts 
your hand, with a fire button 
angled for your trigger finger to 
ensure accurate high-speed 
action. Soltd steel break-proof 
shaft with neat clicking sound 
for ©very precision move you 
make. 

Normal price £11, 99 - OUR 
PRICE £10,99 



TERMINATOR 

Built tike a hand grenade and 
just as lethal In action, this 
totally new Danish design 
packs top quality micro 
switches lor lop-notch control 
and kooJ high-scores. 

Normally £19,95 - ZZAP! 
PRICE £14.09! 



The designer joystick has arrived 1 AH me features ol the Normal 
PRO 5000 but with the added thrill of its unique see-through casino 
wrwch offers a tantalising peek at the hi-tech mnards- 
Normal phce £1595 - Our price £14.00 

Two winners from Euromax ♦ . . 

EUROMAX PROFESSIONAL STANDARD 

H*gh durability, rapid response and ultra sensitive movement accu- 
racy from this advanced ergonomic desiqn Ideal for left or rtdN 
hand play. 1 5m cord 

CI 5.96 

EUROMAX PROFESSIONAL AUTOFIRE 

All the quality of the standard, with the added bonus rM the Auto Rre 
Option tor when the going gets tough* 
£1 8.95 



STICK IT ON DISK 

Slipped a disk? Then stock up with ZZAP! ZZUPERSTORE* 
Blank 5.25 M single sided SS/DD 4BTPI box of 10 disks £6 80 / r~ 
Blank 5.25" double sided DS/DD box of 10 disks £7.50 

Store 'em in your very own lockable Disk Storage Box DD100L 
which will look after up to one hundred 5.25" disks - only £10 V 1 



NAME 

ADDRESS 




POSTCODE 



PLEASE DEBIT MY VISA/ACCESS ACCOUNT E 



■ ■ ■ •••■•>>.........,, a .„ 



ADDRESS ........ 



— — • " ■ — — — — -~— POSTCODE 

I I I I I I I I I I I 

SEND THIS FORM TO 
ZZAPl ZZUPERSTORE, 

PO BOX 20, LUDLOW, 
SHROPSHIRE SY8 1DB 
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TO CAP THE LOT 

Blue ZZAP! 1 baseball * style 
cap with white embossed 
ZZAP! logo and adjustable 
strap to ensure one size fits all 
Fab at £3.981 




THE NOT TRIVIAL 
TRIVIAL PURSUIT 
CHRISTMAS HALF 
PRICE OFFER 

Join in on the fun everyone's 
having with Domark's Trivial 
Pursuit with this pursuable 
deal: 

Buy a copy ot the Trivial Pur- 
suit start-up 'Genus' cassette 
at £14.95 and get both add-on 
packs ol questions FREE — 
Save Cl 5.90! 

M you already own the TP 
Genus Edition - then buy both 
add-on packs tor £7.95: A sav- 
ing of £7.95! 



TRENDY NEW ZZAPI 

DESIGNER T-SHIRTS 

Three designs - three full-col- 
our ZZAPI covers with logo. 
Start your collection now. 
Available in two sizes. Medium 
and porky XX Large. 50% cot- 
ton and 50% polyester. 
Choose from WILD WARRIOR 
(Issue 20). CALIFORNIA KID 
(Issue 29). and ZZAPI ZZAP- 
PING (Issue 25). 




ZZAPI IN A BIND 

Keep your mags safe in the rich 
maroon binders with gold 
logos. Each binder holds 
twelve issues and comes with 
plastic 'year' slickers to iden- 
tify the 'vintage'. 

£4.50 



Stop vacuuming your 
machine with 

ZZAP! DUST 
COVERS 

One day they'll ban dust. Out in 
the meantime it's one of the 
biggest single keyboard killers 



around. But don't worry! We've 
had some super quality covers 
made specially for your 
keyboard - chunky fudge style 
64 4 super* slim modem 64C or 
128. 

CBM64CB.00 
CBM64 CC5.50 
128 £5.50 




BACKNUMBERS ( 



Here's your chance to fill in the gaps in your collection. All 
those issues you missed, full of pokes reviews, 
scintillating features and controversial commentary on 
the Commodore computing confraternity . . . 

SPECIAL OFFER 

'Order any three or four issues at the same time- we knock 40p 
off the total cortl 

■ Order five or more issues at the same time- we knock 20p off each 
item! 
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1 would like to order the following ZZAP! 64 BACK NUMBERS . . . 
Please tick the correct box or bones . . . 



18Dl9O20n2in 



22023Q24 tf25n 26E] 27D 2SO 2 



PRICES 

• ALL BACK ISSUES NOW £1 .20 EACH (including P&P) 

• OVERSEAS ORDERS: £2.00 per magazine 



Name 



Address 



Postcode 



Please make cheques/postal orders payable to ZZAP! It Is best to avoid 
sending cash payments. Please DO NOT enclose ANY order with mail to 
the EDITORIAL side of the magazine as this will result in DELAYS! Send 
your orders to the address below . . . 



PLEASE DEBIT MY VISA/ACCESS ACCOUNT C 



I wish to pay by Visa/Access (delete as applicable) 



Signature 



Expiry Date 



Please Charge My Account No: 



Name 



Card Holder's Address 



Postcode 




Number of issues ordered 
Less discount it applicable 
TOTAL COST C 

I enclose a CHEQUE or POSTAL ORDER for the TOTAL 

BACK NUMBERS, ZZAP! 64 MAGAZINE, 
PO BOX 20, LUDLOW, SHROPSHIRE SY8 1 0B 




...games hardware! 




Now you can use your micro in o sensational new way with the superb Gamma-Strike "Plug 
£ r T° 1 S ? fgel S / I,Gm! ! 5 ,0tQ,lv unlque " '"^ '"^acttve withyour micro - enabling you 
and Adventure games software, which drives and interacts with the target electronics. 
THE INCREDIBLE GAM MA JSTRIKF. MEANS HOURS OF FUN FOR ALL THE FAMILY AT AN AMAZINGLY LOW 
PRICE OF JUST £24.95 (inc P&PSl VAT) 

SO EASY TO PLAY! 

Simply plug in your Gamma-Strike target, load your chosen game, go lor your guns and Are! 
me target automatically senses where your pellet Impacts, feeding the Information Into the 
computer instantaneously. The effects are amazingly realistic - hear the blast as you fire the 
ricochet of a near miss ... see your score automatically displayed ... and receive your micro's 
congratulations when you're doing well. Gamma-Strike can be used with most types of pellet and 
spud fun guns 

GAMES WARE EXTENDS HOME MICROS INTO NEW AREAS OF ENJOYMENT 



Your Special Introductory Package contains; 

• Colourful hi-tech target with built in sensors 
and interface for automatic scoring. 

• 2 metre cable and plug for your micro's user 
port or bus. 

• 2 plastic tun guns designed for safety, 
accuracy and rapid fire, plus a large supply of 
reusable soft pellets Load up to 20 at a time 

• Software on cassette for 3 spectacular 
games to play using your Gamma-Strike 

1 . 'Competition Shootout' An exciting game 
for one to four players - multilevel with 
fantastic sound effects Stage your own 
target shooting competition! 

2. 'Voyager » 9' For two players - with speech, 
music etc Rapid alternate firing and 
graphics displays for a fast and furious game 

3. 'The Alien Team'. Can you penetrate the 
defences and oulshoot all members of the 
elusive alien team'? A combined Target/ 
Joystick Game. 

Gamma-Strike makes the perfect gift and 
comes attractively packaged with instructions 
and fully guaranteed 




f \ f\ f 1 s.ndto GAMESWARE 

W4ruu aL23fciy W W^aBmfc Tel: 051 708 7020 

Please supply GAMMA-STRIKE target system(s) at £24.95 each 

My Computer is a Commodore 64 / Commodore 128 / Spectrum 48K / BBC B' 

I enclose a Cheque/Postal Order made out to Games ware, Value £ No 

Name Address 



Postcode. 



If you're aiming for a brand new micro experience- 
fill in this coupon and send for Gamma-Strike NOW I 

PLEASE NOTE B you do not wMh to cut out this sNp, you may Mod your 

wment wnh «n «nach«d note «bov« d^ate. Please allow 28 days for delivery. 



EARTH ORBIT STATIONS 

Electronic Arts, £16.95 disk, joystick with keys 



With the increasing realisa- 
tion of the importance of 
space exploration as a 
commercially viable venture, EOS 
(Earth Orbit Stations) comes as a 
possible candidate as science fact 
rather than science fiction. 

Set toward the end ot the cen- 
tury, EOS centres around the con- 
struction of modular space sta- 




The concept of 
building space 
stations and 
going on five year 
missions to seek 
out life and strange new 
worlds Is a great Idea. 
However, the execution is very 
poor indeed. The program 
constantly accesses the disk 
| and loads the extra data at an 
I oe -curlingly slow speed, 
forcing you to sit and stare at a 
blank screen for what seems 
like hours. The other annoying 
feature is that the game is also 
incredibly easy to crash! All 
you have to do is insert the 
wrong disk at the wrong time 
and the machine completely 
locks up. EOS has some nice 
ideas, but unfortunately the 
gameplay is toft slow and 
unrewarding to be worth 
persevering with. 



tions. Up to four players take the 
role of aspiring Space Directors 
and attempt to build and manage 
space stations, produce profitable 
products, conduct research and 
eventually aim to fulfill a mission 
goal These missions are; 




Having a keen 
interest in space 
technology. I 
hastily loaded the 
program. At first 
glance, EOS appears terribly 
complex and rather impres- 
sive, but looks can be decep- 
tive. Once I had familiarised 
myself with the lengthy (and 
unnecessarily overcompli- 
cated) instructions, it boils 
down to the simple task of 
repeatedly building space sta- 
tion after space station, mak- 
ing as much money as possi- 
ble (a fairly straightforward 
task), completing research 
projects and selecting new 
modules as and when they 
appear on the menu. EOS is 
laborious, repetitive, and more 
or less crippled by a frequent 
and pathetically slow disk 
accessing system. You might 
enjoy it f but I don't 





The option screens look nice, but are a pain to use 



Research, Dry Dock, Shuttle, Mars 
Rescue, Lunar Base, Space Col* 
ony and the final option. Search 
for Life. 

1 Research ' is a simple project to 
help acclimatize the player{s) to 
the game and its operation. To 
complete this scenario, each 
Director builds a profitable space 
station and follows market trends 
(as outlined In the EOS news sec- 
tion) to choose the most profitable 
activity. 

Each space station is con- 
structed from purpose built sec- 
tions that fit together using special 
connectors. Starting with com- 
mand, power life and logistics, 
further sections are added from a 
wide range of industrial modules. 

Once a monetary base is 
developed, research is entered 



into. Instead of earning money, 
these modules collect technology 
points, and the director with the 
highest amount of points Is 
deemed to have 'won' the 
Research mission. 

A similar method of play is used 
in later projects, but definite mod- 
ules are needed for their success- 
ful conclusion. In order to get 
these modules, the technology 
required for their construction 
must be researched. A manned 
lunar base, for instance, can only 
be set up once the technology to 
produce fabrications in space, and 
the necessary transportation has 
been researched and developed. 

The four participants may be 
human or controlled by the com- 
puter, and the game in progress 
may be saved to disk at any time. 



an 
game 
start 

is 



w EOS is 
^^^M involved 
from the 
Practice 
definitely 
required before you can get 
around to playing a mission 
^seriously', let alone complet- 
ing one! The vast array of mod- 
ules for attachment provide 
plenty of scope for station 
construction, and with seven 
missions, the possibilities are 
endless! The time taken to pro- 
cess each turn could have 
been speeded up, and possibly 
the Instructions could have 
contained a couple more dia- 
grams for the first-time player. 



PRESENTATION 38% 

Slow and cumbersome disk 
access, badly structured menu 
system and limited and slightly 
confusing instructions. 

GRAPHICS 55% 

Adequate representation of sta- 
tions and modules. 

SOUND 23% 

Pathetic title rendition ot 
Strauss 1 'Blue Danube 1 and 
meagre beeps to confirm selec- 
tions thereafter. 

HOOKABILITY 25% 

It lakes quite a while to wade 
through the instructions and 
lengthy disk operations 

INSTABILITY 32% 

There are plenty of missions, but 
single player mode is fairly point- 
less and the computer is a poor 
adversary. 

OVERALL 40% 

An admirable idea, but the 
design and implementation is far 
below expectations of the asking 
price. 



The complex graphics belie Its Inherent simplicity 





PRESENTATION 47% 

Restart and music on/off 
options, but the Instructions are 
very unhelpful 

GRAPHICS 69% 

Well detailed and nicely coloured 
backgrounds and reasonable 
sprites, 

SOUND 61% 

An unusual, but oddly pleasant 
title tune, with fairly average 
spot effects. 

HOOKABILITY 38% 

Poor instructions lead to confu- 
sion and the gameplay only 
serves to compound this, 

INSTABILITY 35% 

The repetitiveand difficult 
gameplay gives Captain 
America little lasting appeal 

OVERALL 36% 

The Marvel Comics' hero looks 
totally out of place in this ill-con- 
ceived and poorly executed 
shoot 'n* search game. 
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CAPTAIN AMERICA 

GO!, £9.99 cass, E1 1 .99 disk, joystick only 



Captain America's foe, the 
mad Dr Megalomann, has 
issued a grim ultimatum; 
submit him the Presidency of 
America or suffer the consequ- 
ences of an exploding under- 
ground germ missile! 

With the fatal deadline only an 
hour away, Captain America is 




Well what aless- 
than-auspicious 
start for GO! Cap- 
tain America Is 
pure rubbish. 
While It does In fact look and 
sound quite good, the gamep- 
lay Is repetitious and dull Just 
to make it even worse, It's hard 
too. An annoying aspect Is the 
program's persistence on run- 
ning the same old 'joke'('By 
the time you read this the Tube 
will self-destruct'. Cue static, 
then, 'Only joking - this time 1 ). 
This side- splitter appears 
every time you restart the 
game, which Is realty Irritating. 
Come on, GO! let's see 
something a bit more playable. 



called upon to enter the multi-level 
bunker, better known as the Doom 




I used to collect 
Marvel comics 
years ago, and 
therefore 
received this with 
nostalgic interest. However, 
my high hopes were soon 
dashed. The graphics are 
unusual, and the Captain 
America sprite is great - but 
apart from that, there's little 
else of merit. The gameplay is 
original, which is a nice thing 
to see, but it's also very con* 
fusing and severely lacking In 
variety. Captain America wan- 
ders around the seemingly 
alien environment looking 
completely out of place. It'd 
have been nice if he'd been 
battling some of his old Axis 
enemies, or some super villain 
rather than Just slinging his 
shield at a series of boring 
automatons* Perhaps GO! can 
have a second crack at the 
licence- 



Tube, and neutralise the missile 
before it releases its contents. 

The whole Doom Tube is con- 
taminated with the toxin, the con- 
centration of which increases 
towards the bottom of the shaft. 
Captain America only operates 
safely on levels with a lower toxin 
level than his immunity count — 
entering a room to the contrary 
proves rapidly fatal. 

The Tube is inhabited by robot 
guards who fire upon the hero. Mr 
America isn't defenceless though, 
and has an armoury of six shields 
which destroy the aggressors on 
contact. If a shield is thrown cor- 
rectly, it returns to Captain 
America. However, if one is thrown 
beyond the confines of the screen, 
it's lost for good. 

To reach the missile chamber. 
Captain America has to locate the 
parts of a password and collect the 
ingredients of an anti-toxin to 
increase his Immunity level. 

When the vault is reached, the 

complete password Is entered to 

neutralise the missile and save the 
USA. 



HOW TO BE 

A COMPLETE 
BASTARD 

Virgin Games, E9.95 cassette, joystick or keys 



Ade Edmondson, BA(stard) 
has decided to follow-up 
his book with a computer 
game. The player controls the 
obnoxious author around a Yuppie 
party he has gate-crashed and 



I'm a great fan of 
'sexy' Ade 
Edmondson, and 
have followed his 
antics from 'The 
Young Ones* to 'Comic Relief 
- he's hilarious! So, why don't 
I find this game particularly 
funny? Maybe It's because the 
so-called humour is incredibly 
infantile. When you have fea- 
tures like 'fartometerV and 
'weeometers', it does seri- 
ously make me wonder what 
computer games are coming 
to. The graphics are totally 
pathetic, with feeble sprites 
staggering around a series of 
unclear and unimaginative 
backdrops. The £10 price tag 
has got to be the funniest thing 
of all. 



tries to offend as many guests as 
possible, causing them to leave. 
While doing this, he attempts to 
score points for carrying out par- 
ticularly horrible deeds, such as 
putting clingfilm over the toilet 
and hurling dog mess around 
the room. 

The display is in 'Bastavision* 
which comprises two viewing 
screens, each of which can display 
four different angles of the trainee 
idiot. This means that the player 
views his protegee from the side 
and behind simultaneously. 

While roaming the house, Ade 
searches household furniture for 
items to help carry out his horrible 




The book Is 
amusing in a 
lavatorial sort of 
way, but unfortu- 
nately the com- 
puter version falls flat on its 
face. Once you've seen all the 
jokes and done atl pranks, the 
action becomes very tedious 
and there's very little urge to 
continue. The sprites are 
poorly animated, and the 
background graphics are 
pathetic. Sound effects are a 
rarity, and the title tune Isn't in 
character with the action. Ade 
moves around the house at a 
staggeringly slow speed, 
which makes the action terri- 
bly frustrating. If you want 

to be both amused and enter- 
tained, buy the book and put 
the change towards a couple 
of good budget titles. 



pranks. The most significant of 
these include urinating and pass- 
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ing wind, preferably in public 
places lor maximum offence. The 
potential for these acts of inde- 
cency are measured on two 
meters either side of the screen, 
which increase the more Ade con- 
sumes or imbibes. 

Ultimately, Ade attempts to 
score points for grossness, and 
when he manages to make a guest 
leave, one of the letters in 'Com- 
plete Bastard ' lights up at the bot- 
tom of the screen. His unsavoury 
task is deemed complete when all 
the letters are lit. 



PRESENTATION 59% 

Good packaging, but an awk- 
ward and unclear display 

GRAPHICS 31% 

Tiny, badly animated and 
monochrome backdrops. 

SOUND 42% 

A lew effects and an unsuitable 
title tune. 

HOOKABILITY 52% 

The display isconfusing, but the 
jokes amuse. 

INSTABILITY 34% 

It doesn't take long tor the 
humour to wear thin, and once 
this happens there's little to keep 
you playing. 

OVERALL 33% 

A poor attempt at a dubious con- 
version 
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Flashpoint is not a quest to save the universe, or a mission to shoot everything In sight. 
Flashpoint is a game; a game of strategy and speed enabling you to change both yours 
and your opponent's playfield in a 3-D space-time contest. 
A game of lightning action and re-action, you 
decide where and when to do battle ... position 
quickly ... re-deploy ... Faster ... Scan at speed. 
New strategy for a new challenge ... FLASHPOINTI 
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BANGKOK KNIGHTS 



Following hot on the heels of 
the highly successful Lust 
Ninja is System 3's long- 
awaited martial arts simulation 
Bangkok Knights. 

Huge 'cartoon style' sprites and 
multi-directlonally scrolling back- 
drops portray the action as the 
player travels to Bangkok and par- 
takes in a kick-boxing champion- 
ship. Control is achieved in what 
has become 1 standard 1 fashion (or 
beat 'em ups: all eight joystick 
positrons are used for different 
attacks, with a further eight obtain- 
able with the button depressed. 
These moves range from high and 
low punches to shin and head 
kicks. What isn't so standard is the 
optional 'intelligent 1 attack sys- 
tem. In this. mode each joystick 
position corresponds to two 
attacks: a short and long range. 
The program knows how far the 
player is from his opponent, and 
the computer selects the attack 
with the correct range needed to 
hit - very useful for the first-time 
player. 

When the combatants are 
locked In battle, the strength and 
endurance meters at the bottom 
of the screen come into play. 
Strength is related to the number 

Huge, smoothly animated 
figures give Bangkok Knights 
on added dimension 



of exhausting moves a player has 
executed. Many head kicks, for 
example, tire the fighter quickly, 
while punches are far more 
economical Endurance is simply 
an indication of how much more 
damage a fighter can take before 
he is knocked down. The winner is 
the first to knock down his oppo- 
nent three times- 



The player starts as a country 
boy. and proves his worth by battl- 
ing a series of local hard-men. Man 
Chu Man is the first opponent and 
is fought on the edge of a high cliff. 
Next comes a jungle confrontation 
with the psychotic Bambo. Finally 
the budding boxer takes a trip to 
the market place in the centre of 




Battling it out In a downtown 
Bangkok marketplace 



town where that duckin 1 and divin ' 
cheeky chappie. Killa Kale, Is con* 
fronted. Only when these three 
toes are defeated can the cham- 
pionships be entered, 

In the finals, the player contests 
four bouts against eight different 
opponents. Each of the fighters 





II seems that combat games 
are definitely back in favour 
again, with International Karate 
* and Renegade last month, 
and now Bangkok Knights. 
Although not as perfectly pro- 
duced as IK + , this is just as 
playable, with a large variety of 
opponents and attack styles. 
The sprites are amazing, 
they're incredibly big, very well 
animated, and are com* 
plemented by classic sampled 
sounds when blows land, or 
one of the fighters collapses. 
I'm not too sure about the 
computer-aided attacks - it's 
a good idea t but not on a game 
of this type where reactions 
and joystick handling should 
be a premium. It smacks of a 
'help' mode in chess. In Ms 
favour, it does at least enable 
novices to learn the game 
quickly. Still, that's my only 
niggle - otherwise Bangkok 
Knights is superb, and 
shouldn't be missed. 
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Beat 'em up fans have never 
had it so good! The latesl 
ottering of Oriental violence 
has a humorous slant, and Is 
very, very playable* The 
graphics are marvellous, with 
huge, beautifully animated 
sprites fighting across equally 
good backdrops. Some of the 
moves are great, and I particu- 
larly like the way the fighter 
splats like a concertina when 
he gets knocked on the head. 
Programmer Mark Spruthers 
has also done wonders with 
the controls - as well as nor* 
mal fighting mode, there's also 
the •intelligent' joystick option 
which lets you concentrate 
more on dodging blows, than 
dealing them. The action Is 
nicely structured, and the intro 
fights before the contest give 
the player a chance to warm- 
up for the really tough guys 
(and girls). Bangkok Knights is 
a very playable and entertain- 
ing beat 'em up, and I 

thoroughly recommend you 
try it out. 




has a specialised move, including 
deadly blown kisses, swift kicks to 
(he lower regions, toe-stomps, 
head butts and as a light joke, 
Nmja Magic! 

Only when all eight fighters have 
Men disposed of Is the title ol 
Champion awarded - but it's a 
long and hard fight to the lop, 



* The attention to detail is superb - right down lo the curvaceous sign 
bearer 




^ystem 3'a latest release 



features which set it apart, most notable of which is ., 
characters that battle across the excellent backdrops, 
sheer size alone is stunning, but add to this some great anima- 
tion and you have a truly impressive game. Perhaps its most 
appealing facet - and one it shares with its predecessor, The 
Las! Nmja - is that It's so well produced. It's full of neat touches 
that make it interesting and pleasant to play, such as the screen 
lade and the way the players appear and disappear. Banqkok 
Knights may only be a beat 'em up, but for fans of the genre it's 
ten quid wisely spent 
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COMPUTER SCRABBLE 
DE LUXE 




Leisure Genius/Virgin, £12.95 cass, £15.95 disk, keys only 



JW Spear's classic board 
game was first conceived in 
the late 1940's. and since 
Ihen has appeared in many for- 
mats - Scrabble, Scrabble De 
Luxe, Travel Scrabble and Pocket 
Scrabble. Now the range is further 
expanded with a computer version 
of Scrabble De Luxe. 

As expected, the game follows 
the rules of the board version. At 
the start an options screen allows 
any combination of four human or 
computer opponents to be cho- 
sen. Computer players are indi- 
vidually set to one of eight levels. 
One to four have a limited vocabu- 
lary and are therefore more suita- 
ble for a novice. On levels five and 
eight the computer also responds 
with any of the acceptable two, 
three and four letter words and 
extensions found in Chambers' 
20th Century Dictionary and 
Chambers' WORDS, the official 
Scrabble reference books. The 

► The computerised 
Scrabble board. 
Cam, what's a 'FEHME'? 
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entire vocabulary contains over 
20.000 words - so prepare to see 
words that you never thought 
existed! 

Each player is given seven let- 
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X-l 5 ALPHA MISSION 

Activision, £9.99 cass, E14.99 disk, joystick only 



America is under threat from 
a terrorist organisation 
who have secretly placed 
an armed space station in orbit. 
Unless their demands are met, the 




Behind the fanci- 
ful plot of X-15 
Alpha Mission lies 
a reasonable 
shoot' em up. 
Fighting through the levels 
requires a lot of skill and 
endurance, with the killer 
satellites proving the toughest 
opponents as you near the 
space station. The simplistic 
vector-style graphics are 
effective and well executed. 
Sound effects are a rarity 
though, with the tunes and 
effects proving totally unsuita- 
ble. The lack of variety betw- 
een the first three levels, both 
In gameplay and graphics 
makes it rather tedious to play, 
and once completed, there 
isn't much of an incentive to 
warrant another attempt 



/v' 1 



After reading the 
scenario on the 
inlay, I had high 
hopes* However, 
they were soon 
dashed after a couple of ses- 
sions. Although the program is 
very slick, with some great 
graphics and clever effects, 
the gameplay isn't very excit- 
ing. There is a challenge there, 
but the action Is so repetitive 
It's hardty worth persevering 
with. If programmer John Van 
flyzin had put a little more 
thought into the game design, 
X-15 Alpha Mission might have 
been good, but as it stands, 
there just isn't enough to war- 
rant the £10 price tag. 



station's full destructive power is 
to be turned on a number of 
unspecified American cities. 

Only one course of action 
remains: to send a pilot, flying the 
X-1 5 spaceplane into orbit to seek 
out and destroy the space station, 
That pilot is you. 

After a mission briefing from the 



missile-firing helicopters, |ets and 
killer satellites which are all 
destroyed by accurate shooting. 
Cruise missiles, however, are 
immune to the X-15's armoury, 




► An enemy helicopter 

whizzes past the cockpit 

Pentagon containing the vital 
access code for the space station, 
the mission begins. The X-15 is 
flown through three levels of the 
atmosphere, eventually reaching 
outer space. Each level has its own 
brand of enemy craft, including 



and are avoided by rapidly climb- 
ing or diving. 

Once the space station 
becomes visible, placing the cross 
hairs over the station's centre is 
met with a prompt to input the 
access code given at the start of 
the mission. Successful code 
entry prompts the launch of the 
excursion module, which has to be 
flown through a mass of asteroids 
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lers, randomly apportioned from 
the standard set of 98 plus two 
blanks. A word is made and placed 
on the board in such a way that it 
Ms m with one of the words already 
there. The seven letters forming 
(he rack may be 'juggled' around, 
allowing the player to view the tiles 
in a random order. Placing the tiles 
is accomplished by typing in the 
fuH word and positioning a cursor 
on the board where the first letter 
is to be. Typing 'A* or 'D' places 
the word across the board or down 
accordingly. Unfortunately, the 
board' provided is displayed in 
monochrome rather then the nor- 
mal beige with red and blue 
squares. While this forms no major 
drawback, it's a rather poor sub- 
stitute for the real thing and 
becomes harsh on the eyes after a 
heavy playing session. 

Once a word is positioned, the 
computer displays the score 
gained by its placement, taking 
into account any new words made 
and the premium squares the word 
fails on (double word and letter 
score, and triple word and letter 
score). A prompt asks if a new 
word is to be positioned, and if the 
score is adequate, a response of 
'N 1 ends the turn, and the next 
player's rack is displayed. 

As the computer's vocabulary is 
finite, it occasionally comes 
across a word during play that it 
does not recognise, and a chal- 
lenge s issued. If it turns out that a 




After John Van 
Ryzin's previous 
effort, HERO, I 
expected some- 
thing a mite spec- 
ial. All the ingredients are 
there, but white the graphics 
and style of the game are quite 
polished, the repetitive nature 
and lack of variety lead to a 
swiftly diminishing Interest 
The graphics are clever, with 
some pretty nippy vectors, but 
the X-15's all-important lasers 
are Inaccurate. Helicopters 
and lets can only be destroyed 
when they appear full size; 
blasting an approaching dot is 
useless. Both sections do hold 
a challenge of sorts, but the 
shallow nature of the game 
becomes apparent on repeat 
plays. I really don't think that 
X-15 Alpha Mission holds very 
much in the lastability stakes - 
I'm bored with it already. 



m order to successfully land on the 
station's surface. 

On landing, a group of remote 
control robots disembark and are 
guided across the station surface 
in order to seek out and connect 
with the exterior weapon systems. 
Once a droid is securely inter- 
faced, it is then ordered to self- 
destruct, effectively disabling that 



player's word does not in fact 
exist, it is removed and the current 
turn forfeited. 

The game continues in this fash- 
ion until either one player uses all 
of his tiles and no more remain, or 
neither player can place any more 
tiles. The computer then displays 
the final scores and asks if another 
game rs to be played. 

A feature of this version is a 
butlt-m clock which allows contes- 
tants to play against an adjustable 
timer. This can speed the game up 
tremendously and also adds the 
tension of being under pressure to 
finish a turn within a short period of 
time. The clock may be set from a 
lightning ten seconds to a more lei- 
surely 9 minutes and 59 seconds. 

Aesthetic niggles apart, Scrab- 
ble De Luxe is about as good as 
one can expect from home com- 
puter. It's easy to use. fast, and 
provides a brilliant opponent. 
There are plenty of options which 
also make the game user friendly 
and adjustable to suit the human 
player. If you're a fan of the board 
game, but lack an opponent, 
Scrabble De Luxe is an almost 
essential purchase. Those who 
haven't played before should try it 
out - not only does it get the old 
grey matter clanking back into 
action, but also helps expand your 
vocabulary AND is highly enjoy- 
able. Scrabble De Luxe may be 
pricey, but you'll be playing it for 
years' 



particular system. When all the 
weapon systems have been 
destroyed, the last robot is then 
directed to the central power sys- 
tem where the station finally 
explodes* 



PRESENTATION 78% 

Annoying delay at the beginning, 
but otherwise decent. 

GRAPHICS 67% 

Extremely quick vector graphic 
enemy craft, but fatrly average 
thereafter 

SOUND 40% 

Uninspiring title music and in- 
game effects. 

HOOKA BILITY 58% 

After the compulsory (and some- 
what tedious) litt-off sequence, 
the first shoot 'em up section 
provides moderate excitement. 

LASTABILITY 45% 

Once the first section 15 mas- 
tered, the second section 
shouldn't provide too much of a 
hurdle for the hardened games- 
ter 

OVERALL 46% 

A brave attempt at a strategy/ 
shoot 'em up, which unfortu- 
nately falls short of the mark 
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NEBULUS 

Hewson, £8.95 cass, £12.95 disk, joystick or keys 

• Incredibly compulsive platform/puzzle action 




On the planet Nebulus, 
trouble is brewing Some- 
one has been building 
giant towers In the sea without 
planning permission. and 
Destructo Inc has been given the 
job of demolishing them. The 
player takes the role of the unfortu- 
nate worker who has been given 
the mission. 

The demolition expert arrives at 
the bottom of each tower by sub- 
marine. He's a typical Nebufese; a 
fat, little green biped capable of 
jumping and firing energy btobs. 

To successfully destroy a tower, 
the worker reaches the top within 
a set time limit. This is easier said 
than done, and requires the worker 
to negotiate a series of platforms. 



steps, lifts, and doors which run all 
the way around the outside of the 
building. The action is displayed in 
3D. with the tower rotating as the 
worker walks around rts exterior. 
Walking up steps, or using lifts to 
reach a higher level makes the 
screen scroll vertically. 
The worker's progress up the 



There's no doubt about tt, Nebulus is sheer inspiration - it's 
completely original and beautifully designed, and I defy 
anyone to play it and keep their cool. Not since Boulderdash has 
a game been so playable and frustrating. Each level has been 
brilliantly thought out, so that you always get a little bit further 
with every go. However, when you just begin to think you're 
doing well, some horrible trap or puzzle claims that last life, and 
you have to start all over again. This gameplay is incredibly 
rewarding, but never quite satisfying enough, so you have to 
return for 'Just another go'. Consequently, once you start play- 
ing it's very difficult to stop - work completely ground to a halt 
in the office! The marvellous gameplay is supported by some 
Incredible graphics. The 3D rotational effect is absolutely 
amazing, and the main sprite is superbly animated- Even the 
sound effects arc good! Nebulus is a wonderful combination of 
platform action and mind-bending puzzles, and offers days of 
solid play - buy it at your peril. 



tower is hindered by a variety of 
obstructions, ranging from bounc- 
ing balls and rotating aliens to 
flashing wall blocks and flying 
eyeballs. Bouncing balls and 
Hashing blocks are destroyed by 



energy blobs, while all other 
hazards are avoided. Failure to 
dodge any moving object, or step- 
ping onto a disappearing platform 
results In the worker falling, He's a 
hardy beast and is able to drop any 



► The Destructo Inc worker begins Ms ascent of the flrBt tower 




The spheres can be shot but 
the eye must be dodged 
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Incredibly effective parallax scrolling on the sub-aqueous bonus section 



distance, as long as a platform 
breaks his fall. However, dropping 
into the sea is fatal, and one of his 
five lives is lost. A life is also lost if 
the time limit expires before the 
top of the tower is reached. 
When the highest door is entered, 
the tower is destroyed and sinks 
rapidly into the sea. The worker re- 



boards his mini-sub. and enters a 
horizontally scrolling bonus level 
where he attempts to catch fish by 
firing air bubbles at them. After this 
brief Interlude, he is deposited at 
the base of the next tower to con- 
tinue his work. There are eight 
towers in all, each requiring a dif- 
ferent strategy to complete them. 



> Riding an elevator on the second level 




(often find rt amusing how 
the amount of hype given to 
a game is often inversely prop- 
ortional to the quality of the 
finished product. Nebulus Is 
another case in point No pre- 
release advertising, one demo 
game at the PCW show, and 
that's about it The game is 
absolutely superb; simple, 
totally original, and brilliantly 
executed. Graphically, 
Nebulus is flawless. Watch the 
rotating towers from a couple 
of feat away and I challenge 
anyone not to be totally con- 
vinced. If this Isnt enough, the 
parallax scrolling In the bonus 
section is equally incredible. 
This gameplay hasn't been 
neglected either: the word 'ad- 
dictive' falls to amply convey 
the lure that Nebulus holds. 
Forget film tie-ins and 'offi- 
cially licensed 1 games - true 
originality wins through every 
time. Buy It and believe. 




In what has to be the most 
amazing month for software, 
my money goes on Nebulus as 
the most entertaining of the 
three Gold Medals. The 
graphics have seriously got to 
be seen to be believed - still 
shots CANNOT do them jus- 
tice. Their quality is In the ani- 
mation: the parallax scrolling, 
the tower rotation, and the 
cute little green alien are all 
stunning. This game is not just 
technically brilliant though, as 
the programmer has managed 
to capture the most elusive 
element of all - addictiveness; 
I'm not sure whether it's the 
Boulderdash theory of 'this 
time I'll beat it', or the slick 
presentation that makes the 
whole experience of playing 
enjoyable, but you just keep 
coming back for more. It 
seems that Hewson have 
again shown the bigger soft- 
ware houses that quality Is 
what counts, not just a good 
idea, an expensive license, or 
glossy advertising. Keep it up! 
The software industry needs 
games like this. 




PRESENTATION 95% 

Beautifully presented, with all 
the tn-game options necessary. 

GRAPHICS 97% 

Truly stunning effects lor the 
tower rotation, and excellent 
parallax scrolling in the bonus 
stage 

SOUND 88% 

High quality title music, and 
thoughtful effects throughout. 

HOOKABILITY 97% 

Absolutely impossible lo stop 
playing - even though it's 
miunatingly difficult - 

LAST ABILITY 91% 

The eight towers require enorm- 
ous perseverence to crack, and 
even when they've been con- 
quered. there's always an 
improved time to go for. 

OVERALL 97% 

One of the most innovative 
games ever, and one which adds 
a whole new dimension to the 
platform game (or mat. 
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COMING SOON TO A 
MONITOR NEAR YOU 




US Gold have been busy this 
month, with two arcade conver- 
sions and a new RPG in the final 
throes of completion. 

The first of the conversions is 
Sidearms, Capcom's one or two 
player horizontally scrolling, 
progressive shoot 'em up. The 
two fighters fly across an alien- 
Infested landscape, blasting for 
all they're worth. Occasionally a 
dead alien yields a bonus pod, 
which enhances the ship's 
defences or offences when col- 
lected, 

In two player mode, both ves- 
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A Skateboarding looks like its coming back into fashion, with US Gold's 

720* 



Sidearms takes the form of a two-player Salamander variant 



sels appear on screen simul- 
taneously, theoretically making 
the assault easier. Occasionally, 
both merge into one craft for 
particularly difficult areas - 
such as the end of a level. 

The action is very frenetic, and 
looks like being almost as good 
a blast as the original. 

The second arcade conver- 
sion is Atari's 720 \ a technically 
amazing skateboard game 
which is currently being prog* 
rammed by Space Harrier 
author, Chris Butler. 

The player collects tickets in 
the multi-directionally scrolling 
Skate City to gain access to one 

▼ QOf's latest RPG/arcade 

adventure promises a wealth 
of spelling, shooting and 
searching 




of the many skate parks. Once 
inside, he works on his 
techniques in both freestyle and 
competitive action, performing 
as many stunts as possible to 
earn bonus points, hopefully 
building up to the 720" - a man- 
oeuvre in which he performs two 
complete revolutions while air- 
borne. 

Chris Butler has coped mag- 
nificently, transferring much of 
the original feel into Hie game 
while maintaining a high graphic 
quality. The game should be 
available the New Year- so look 
out for a review in the coming 
months. 

In a different vein, GO! are cur- 
rently working on a new RPG to 
compete in the Ultima/ Bard's 
Tale genre. The game, Wizard 
Warz § is the tale of a 
megalomaniacal warlock deter- 
mined to become Chief Wizard. 
To achieve this end, he travels 
the countryside, fighting 
monsters and other wizards, 
building up an arsenal of spells 
as he goes. 

The screen format is standard 
for this type of game; a small 
graphic display of the land, sur- 
rounded by Information about 
the player's character and his 
enemies. For combat, the dis- 
play is magnified, with the 
opposing parties duelling in a 
small arena, set in the surround- 
ing countryside. The player has 
an armoury of spells which to 
cast, each one exhausting the 
opposing wizard in a different 
way. 

While the idea behind the 
game is not the most original, 
the approach is novel, with a 
greater than usual emphasis on 
combat and high quality presen- 
tation. 




It may have escaped your atten- 
tion, but Piranha are in the final 
stages of completing Judge 
Death, the latest computer ver- 
sion of a 2000 AD comic star. In 
this latest release, the player 
controls psi- operative, Judge 
Anderson - Judge Death's living 
nemesis - in a mission to find 
and destroy all four of the Dark 
Judges: Fear, Fire, Mortis and 
Death. 

In Its present stage of 
development, the game Involves 
two shooting sequences. In the 
first, picture-bearing targets 
flash on randomly for a few brief 
seconds. Some have images of 
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THE PHENOMENON CONTINUES 




Ihe mind blowing tequel to the No. 1 
smash hit. Addictive frantic and packed 
with to many new feature* It's a totally new galhe- 
* Ovcf 1 00 levels ol pulsating action as you take on the 
power* ol your lavourite playrr, even if they're already 



TT 



at rd puddles. forteftelds and moving ejdts make 
your progress ail the more dhffkutt. But there are 
mystical amulets to be gained which will enhance 
your powers to tepcf the monitm, walk 
through walh or increase your fire power. You may even 
nmvr «nmr rt\ Iht md/r wall li 



Jin 





sequel to the No.l smash hit ! 



US. Gold Ltd.. Unils 2/3 Holford Way, Holford. 



Birmingham B6 7 AX Tel: 021 356 3388 V 



- V i 

^HtfNSHOTS FROM ATARI ST VtHSlON 



A"/ 



1 



GAMES 



SPECTRUM 48/1 28K 

S.99 TAPE 

CBM 64/128 

i9.99TAPEfill.99ms 






lAlfMeumfM^fonn-wrton) 



ATARI ST 

£ 19.99d.sk 




AMSTRAD 

*9 .99 TAPE £ 14.99 DISK 





PLEASC NOTE; Thtt off*- n onfy iut>,*c1 to the 
dbcoufrti dttaifed ibove, no oth+ni wilt o* 
AccvpM liuch m Subicribm' extra dltcounU, 
of It* rvomuJ IZAPt Mtff Orfl>f bulk ferytrvg d*i 
cmnM' AS th* abav* wrt nvlmd *n Iiimi 31 
ml 12 of IZtf!, moit w itmtfy mtltbk; wt 
wtf fetfUrtcft oroen m at poiiibl* but yr*j 
nwy hm to wait longer thin fMrrnol lor (taut 
I mil which twmit yot boon roleuod. 



: THESE 
i 

■ 

i quoted, just 

on the form below 




MAIL 
ORDER 



READERS' 
SPECIAL DISCOUNT 

OFFERS 

£3 OFF 
ANY TWO 



ALL INCLUSIVE OF 
VAT & P+P 




BANGKOK KNIGHTS 

System 3. £9.99 

ZIGZAG 

Mirrorsoft, £9.95 

MANIAC MANSION 

Activision, E14.95 (DISK ONLY) 

SCRABBLE 

Leisure Genius, £12.95 





HIGHLY RECOMMENDED! 

STREET HASSLE (Melbourne House) £9.95 




AND THEN THERE'S .. . 

EOS (Electronic Arts) £16.95 

INTERNATIONAL KARATE + (System 3) £9.99 

OUEDEX (Thalamus) £9.99 

SOLOMON'S KEY (US Gold) £9.99 

ENLIGHTENMENT (DRUID II) (FireOtrd) £8.95 

YES, PRIME MINISTER (Mosaic) £14.95 

SUPER SPRINT (ActiVTSton) £9.99 

X-15 MISSION (Activision} £9 99 

IMPLOSION (Cascade) £9.95 

DISCOVERY (CRg £9.95 

CAPTAIN AMERICA (GO!) £9.99 

ACTION FORCE (Virgin) £9.95 

YOGI NEAR (Piranha) £9.95 

INDIANA JONES (US Gold) £9.99 

HOW TO BE A COMPLETE BASTARD (Virgin) £9.95 



SPECIAL DISCOUNT OFFER 

I would like to order the following game(s) and understand that I may 
deduct £1 off the quoted price tor any single order, or £3 off any pair of 
games ordered (for example. I can deduct £4 from the total prices of three 
games, or £6 from four games). I've listed them below, and enclose a 
cheque or postal order made payable to NEWS FIELD LIMITED 

Name .?£32 

Address i.jurtiiih ™™ « 



"HMM 











PLEASE DEBIT MV VISA/ACCESS ACCOUNT C 




1 wish to pay by Visa/Access (datote as applicable) 


Signature 


Expiry Data 




Plaaaa Charge My Account No: 
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TITLE 




SUB-TOTAL 
DISCOUNT CLAIMED 
PAYMENT ENCLOSED 



NORMAL PRICE 



MAIL ORDER, PO BOX 20, LUDLOW, 
SHROPSHIRE SY81DB 





PREVIEW 



After the enormous success of 
Barbarian on many machine for- 
mats, Steve Brown and his team 
at Palace Software are set for 
their next stunner, Rimrunner* In 
the highly original scenario, a 
race of insectotda is under 
attack from a mutant breed of 
arachnoids (spiders to you). To 
defend themselves, the insec- 
toids have built giant domes to 
live under on each of their plan- 
ets, but these are powered by 
generators which require con- 
stant maintenance to keep them 
working property. 

The player controls an insec- 
toid given the responsibility of 
keeping the domes working, 
and travels from generator to 
generator around the rim of the 
dome on the back of his trusty 
dinosaur steed - the Rimrunner. 
Hindering him in his task is a 
huge number of aliens, which 
attack in waves as he runs betw- 
een generators. This forms the 
main body of the game, and is 
depicted as a fast, horizontally 
scrolling shoot 'em up. 

Should the player maintain the 
generators for the required 
period of time, he completes 
that level and moves on to the 




The hero of Palace's new horizontally scrolling shoot 'em up has an unusual mode of transport 



next, more difficult planet 

The game should be a 
polished production, featuring 
parallax effects on the horizon- 
tal scrolling backdrops, more 
brilliant Richard Joseph music 



and FX and some surprising 
touches: at the start, the 
player's insect calls his beast by 
whistling, as if calling a dog, and 
when the beast dies, he turns to 
a skeleton beneath the rider! 





ELECTRONIC ARTS* 

Competing with US Gold's 720 3 
is Electronic Art's Skate Or Die, 
another skateboarding simula- 
tion written by the authors of 
Summer Games. In this version, 
the player chooses to enter one 
of five different competitions, 
three based on professional 
events and two specially 
designed for the game. The 
three 'real 1 events are Ramp 
Freestyle, Downhill Race and 
Ramp Hill Jump, In which up to 
eight players compete for the 
highest points and best times. In 
the two special events, Pool 
Jousting and City Downhill Bat- 
tle, the player competes against 
an opponent - either a second 
player or one of three computer 
adversaries. It's certainty look- 
ing good, but you'll have to wait 
until next month for the review. 

< Yet another skateboarding 

game- better go and dust off the 
okl 'board! 




ENSURE YOUR 
REGULAR 




\ 



m Please place me a regular monthly order for 
ZZAP! 64 Maqazine. tb^e >*#ifK#ir 

■ Name 

I Address 

| :::::::::::::::::::::::::::::: 

I To the Newsagent: 
ZZAP! 64 Magazine is published in the middle ot every 

I month by Newsfield Ltd. 1-2 King Street. Ludlow. 
Shropshire SY8 1 AO. Tel: 0584 5851. and distributed to the 
newstrade by COMAG (08354 44055). Please check with 

_ the publishers if you have any difficulties in obtaining 

■ supply. 




I 



PREVIEW 



the tour judges, which are shot 
for points, and others have inno- 
cent citizens, which are 
avoided* Similarly, in the second 
sub-game t dark judges appear 
in the midst of a crowd of citi- 
zens, and again must be care- 
fully shot, as hitting innocents 



impairs the player's score. 

The game is currently at an 
earty stage of development, with 
rather rough gameptay and 
crude graphics. Underneath, 
however, the action feels quite 
playable. We can but hope that 
Piranha manages to fulfill the 
game's potential. 




EMGLI5H 
SOFTWARE 

Another firm marketed by US 
Gold, English Software, are cur- 
rently working on Octapolis, 
which they describe as 'shoot 
'em up action united with chal- 
lenging platform encounters'. 
This means a strange mix of per- 
spective platform action, with 
split-screen scrolling and a 
spaceship flying over the top! 

The player takes control of a 
pilot who has been chosen to 
tackle the defences of a planet 
called Octapolis. This planet Is 
the last obstacle to the 
Imperium's attempted Galactic 
domination, but it has one of the 
most impenetrable systems 
ever created, based on blocking 
attacker's thought patterns. It 
has taken 200 years to find a 
pilot immune to the mental 
power of the planet, so the role 
should not be taken lightly! 

In what looks like a merger 
sure to be stranger than Zig 
Zag's maze and shoot 'em up 
theme, Octapolis is truly 
attempting to break new ground 
- it should at least be interest- 
ing. 



A Octapolis features vertically 
scrolling split-screen blasting 
action 



a 



Space sections of Octapolis boast 'Parallax perspective horizontal 
scroll 1 ! 



nr>»ir 
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CAMERA!... ACTION!... ENTER THE SLAPSTICK WORLD OF SILENT MOVIES! 

AlleoHoa all you budding film directors! Here's your opportunity to become a Direct the craiy antics of Charlie as be performs stunts and plays Ibc fool with 
I movie mogul directing none other Uun (he . ^ A the rest of the cast. Replay each scene in the editing suite; 

legendary Charlie Chaplin! w -^dW- ^dk-- hut b r narncii-j rc-shool will be cosily and you 



} boost scripts, cut characters, 
\J select sctocry, props and 
backdrops. Then it's 
SCENE ONE-TAKE ONE... / 
CAMERA... ACTION! 



****** 



but be warned— a reshool wilt be coxllv awl you 
could go over budget! 

^kltcnd the premiere of >nur 
il film! The criliedl jcrbim 
^^-H^ <»f the audicme will deter- 

W mine whether your hot 

rjt^tj— office earnings allow 
^ _ you Ibc hudv;cl for 
V another film, or 

» A a Wave you with a 

% ilontskid 










INTRODUCING 







SOLID 

3 DIMENSIONAL 
GRAPHICS 



SPECTRUM 
COMMODORE 
AMSTRAD CPC 
Cassette £14.95 

Disc £1795 



Mitral - An abandoned Moon - An unstable Moon about to blow - A defence system set on automatic - 

Lasers that dont miss - Scanners that hunt you out. Mitral is MASSIVE. . . 

The 3D presentation is Spectacular" Sinclair user. "A Major Breakthrough "amstraduser. 

"A New 3 Dimensional Reality. . . WOW!" crash. 

THE DRILLER EXPERIENCE - ITS JUST LIKE BEING THERE! 



E SOFTWARE LTD. 



356) 77288 




